

Our goaf is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to ail the people who make this possible. 
From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 

Either by donating classic magazines, scanning, editing or distributing them, 

visit us at http://www.retromags.com 
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j> Early Release? * 

£> The Latest Games 
t> New Demo Screens! 
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very impressive 


As Raziel, stalk the shadows of 
Nosgoth hunting your vampire 
brethren. Impale them with 
spears. Incinerate them with 
torches. Drown them in water. 
No matter how you destroy 
them, you must feed on their 
souls to sustain your quest - 
the ruin of your creator, Kain. 
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Morph onto the spectral plane 
and confront unique enemies and 
gameptay challenges 


Seamless gameptay: No load times 

Shift real-time between the material 
and spectral planes 
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Dark 


ic story 


Vampire fans get ready - Soul Reaver 
could be the ultimate thriller... 
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uestion; Which game character 
has appeared on PSM covers the 
most number of times? The lethal Miss 
Lam Croft takes that crown with a 
vengeance—this is her fourth cover in 
just two years. Previously illustrated for 
PSM by Hajime Sorayama, David Finch 
and Adam Hughes, Black Widow artist 
extraordinaire, J.G Jones joins the ros¬ 
ter, His awesome version of the popu¬ 
lar adventuress is sure to be a new 
favorite! Catch more of J.G Jones' 
work on Web Spinners this October, 
and a yet to be named project with 
Grant Morrison, both for Marvel. 


Thu pose pictures Lora in □ steamy jangle with 
a giant stone Mayan head; for added atmos¬ 
phere, Nke> bat we wonted to see something 
that conveyed the excitement of the go me. 


Wow! This is mare like it! This sketch features 
Lam armed to the teeth and swinging on a rope, 
which is all the mere appropriate since Lam 
indeed uses a rape in this latest installment. 


After same tweaking, we get this dramatic image of 
Lara swinging into an Egyptian tomb, fantastic cal* 
ors by Brian Habcriin are added. Here is an altar 
note "day*' version. See the caver for the final. 


ow, I'm as excited 
about the new Play¬ 
Station 2 as anybody (actually, 
according to some l r m a bit too excited), but 
something is starting to worry me. Over the past 
month I've come to find out that several of the 
PlayStation's key franchises are planned to make the 
jump to Sony's next-generation hardware much earlier 

than one might 


Lara's ready to make her 

C -|y visit Into gamers' 
es, but it will be her last 
trip to the current PlayStation, 


have first thought. 
Tomb Raider 5, Jet 
Moto 4, Metal Gear 
Soiid 2, and Tekken 
4 have all been con¬ 
firmed for the PS2 


My question is, with the PlayStation's leading franchis¬ 
es packing up and heading to greener pastures, w r hat 
does that leave for the current PlayStation other than a 
bunch of so-so games and a growing classics library? 

On the other hand, I guess there's no reason 
why a company like Capcom, for example, couldn't 
make a new Resident Evti for PlayStation 2 P and then 
still release another new RE game for the original 
PlayStation 0r r maybe if the gameplay of the PS2 ver¬ 
sion isn't too complex., a stripped-down PlayStation 1 
version could come on the CD, also, That's probably 
asking a bit much of the developers though, who will 
have their hands full just getting a PS2 game done. 

So anyways, this will be something for us to 
keep our eye on in the coming months. Sony has been 
adamant that the coming of the PS2 will not negate the 
reason to still own a PS1 ( so hopefully they'll see to it 
that both machines get a fair share of hit titles. 

In other news, this issue marks our second 
anniversary! Yep, it was in September of 1997 that, we 
first hit the stands. Thanks for your continued support! 

CHRIS 5L-RTE, EdiTOR-IN-EHIER 


LEADING E-RANCHI 
HEADING TO GREENER EA5~ 
TUR€5, UJHAT DOES T-HAT 
LEAVE FOR FLflY5 TATlON? M 
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Tome Haider HTIetal Gear Solid Resident Evil 
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With some of the Ray Station's 
biggest franchise series moving 
on up to the PJ ay Station 2, will 
other publishers follow suit? 
Here are the games that could 
have a huge affect on the con¬ 
tinued success of PlayStation’. 


Core Has gone on record as saying Hidea Kajima, creator a! Afefaj Ws heavily rumored dial Resident 
Tomb flakier 4 h definitely Lara's last Gear and MGS: Vft Missions, has fvtf will be the next big series to 
adventure on the current hardware. said the next game will he for PS3, move on to the next PlayStation. 
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IMAGINE GAMES DIVISION: 
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Generation Games Business) 
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Imagine Merit# is at aimed people who have a passion. 
A pass toil tor games. For business. For computers. Or 
lor the Internet. These are passions we share. 

Our yitcW is to teed your passion with the greatest 
magazines, Web sites, and CD ROMs imaginable, 

We love to innovate, we tove to have fun. and we 
have a cast-iron rule always to deliver spectacular 
editorial value. That means doing whatever it takes 
to give you the information you need. With any luck . 
wo'ft even rnafte you smile sometimes.,. Thanks for 
joining us. 
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C+HKIS SLflTt 

Editor fn-Chief 

Ltkes: All types of games 
i.Hobbtes: Hoops, Movies, J-Dap 
j; Thoughts On 2nd Year? 

::Hmm,.. The burgers were 
:; good The cola.... plentiful. No 
Chick-fi!-A m San Fran, though. 
Still, I thin k it was a good year. 


5Tef*H<EN F-rpst 

Reviews/Previews Editor 
Likes: Fighting, Platform, Racing 
Hobbies: Girls, Anime, The Force 

Thoughts On 2nd Year? 

What a great year For games, 
and a great year for PSM! Sure, 
they Drake my back with all that 
work, but it was worth it! 


NQflH m<R55£Y 

Strategy Editor 

; Likes: Racing, Shooters 
5: Hobbies: DJ-mg, Collecting 
Action Figures 
Thoughts On 2nd Year? 

There's been two years of 
PSM already?! Man those 
A issues just fly by. Geez, IVe 
G played a lot of games... 


Frank O'Conmdk 

Executive Editor 

Likes: Pie 

Hobbies: Eating pie. 

Thoughts On 2nd Year? 

L:ke my second year at junior 
school, it's been filled with the 
noise of crying children and the 
subtle aroma of recently peed 
pants. Roll on r next year. 



m«X Ev-E« 1 NG+Wm 

Japan Executive Editor 

Likes: Action, Racng, Adv. 
Hobbies: Zen, fitness, Zen 
Thoughts On 2nd Year? 

Theres a new console war 
brewing and that's always a 
good thing for gamers.. Let's 
hope it signals more immersion 
in games. Bring it on! 


fiflNZfll CHiei-C-HflN 

Japanese Correspondent 
Likes: Games, games, GAME ga&a^ 
Hobbies: Playing said games 
Thoughts On 2nd Year? 

We had our ups and downs irv 
J apan this year, but PiayStstipft 
was always there to help take 
the stress off. I'm looking for¬ 
ward to another year of PSM! 





What Bill does at the office: 

Keeps his eye on the ball 
Praises the Italians for their rev¬ 
olutionary. opposing propeller 
WWii airplane design 

Bill's Quote of the Month: 

'With a plane like this, you col j Id start 
to attack and then retreat immediately 
without turning around or shooting. ,r 


What Eug does at the office: 

Finds new ways 

to hide subliminal mes- 
“* sages within 

the pages of 

PSM. You won't nonce them, 
Eug's Quote of the Month: 

"Don't touch the master!" 

“Don't touch the mustard!" (tie? 




What Gary does at the office: 

Creates fantastic graphics with 
speed and precision Imitates 
Robert DeNiro on a dairy basis. 

Gary's Quote of the Month: 

Are you now talking to me? You must 
be talking to only me because me and 
you are the only people in this place. J 
sard, are you talking to me only?" 




0, WHICH MAGAZINE IS BEST FOR 
YOU, OFFICIAL OR UNOFFICIAL ? 
THAT'S EASY YOU WANT INDEPENDENT, 
UNBIASED COVERAGE. AND YOU 
WANT TO KNOW THAT WHAT ^ 

YOU'RE READING IS NOTHING ^ 

BUT THE TRUTH. YOU CAN ONLY 
GET THIS WITH AN UN-OFFICIAL 
MAGAZINE. AN OFFICIAL B00I 
HAS TO ANSWER ITS CORPl 
SPONSOR. WHOSE BEST INTERESTS DO 
YOU THINK THEY'RE LOOKING OUT FOR? 


ML 

)0K 

'ORATE 

TERESTS 


PSM IS CREATED BY US AND NO ONE ELSE. 
NOBODY HAS TO APPROVE OUR PAGES 
BEFORE THEY'RE PRINTED AND NOBODY, 




NOT ANYBODY, CAN MAKE US SAY WHA'. 
WE DON'T BELIEVE TO BE TRUE. WE WRITE 
ABOUT WHAT WE WANT TO AND PUT 
WHAT WE WANT ON OUR COVER. 

THIS IS THE KIND OF HONEST, 
STRAIGHTFORWARD COVERAGE 
THAT YOU CAN ONLY GET WITH 
AN UNOFFICIAL MAGAZINE. WE 
UNDERSTAND THAT OUR READERS 
COME FIRST. AND WE WOULD NEVER, 
EVER BETRAY YOUR TRUST. 

THIS IS OUR PROMISE TO YOU, THE HARD¬ 
CORE PLAYSTATION JiAMER, WHO 
DESERVES NOTHING LE! 
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It's been a year since the first release date 
set for the sequel to Legacy Of Kain came 
and went but folks, Kain is here and is 
well worth the wait. This is like nothing 
you've played before. The afterlife starts 
on page 96. 



Videogame Toy Mania '99! 


pg.9D 


To get the best most up to the moment 
info on the world of action figures, we went 
straight to the experts and recruited Dan 
DiGiacomo of Toy Fare Magazine to put together 
this feature for you. ToyFare Magazine is by far 
the best source for Action fig¬ 
ure news, as well as a great 
source for a good laugh. 

The fun and games start 
on page 90. i __ 
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Okay, so Lara isn't the 
fresh new face she , 
once was, and her last 
game was hard as 
hell. With this 
new Tomb Raiderf L 
the developers f* 
are looking to 
erase the 
mistakes of 


re-establish Lara as 
the hottest thing in 
videogames, 
and recapture that 
fresh, new feel of the 
original game. She's 
on page 52 , boys! > 








Vigilante 8: Second Offense 




e car combat genre was taken to a new 
with the release of 
Vigilante 8, Vigilante 8: 
Second Offense leaves the 
competition in the dust 
on page 59, 




CTR: Crash Team 
Racing 


Naughty Dog didn r t exactly invent the 
mascot kart racing game. 
[However, it was determined 
to add to the genre. CTR has 
a very good chance of sur¬ 
passing those other mascot 
kart racing games, 
mg line is on page \ 
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CLOUD. > 
WHAT VO YOU 
THINK OF MY 
v MATERIA? ‘ 


/ /70/VT \ 
MOV ASP... 
DON'T WAKE 
UP... DON'T 
, WAKE UP... j 


WILL SCENES LIKE 
THIS EVER APPEAR IN 
A VIDEOGAME? WE 
DISCUSS ONPG. 119... 


The latest PlayStation news and up-to-the-minute info 

Gossip. 

► Nihon Game Otaku. 


Peripherals 
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► Q&A .► PG.2B-* 


reviews _ - pg. 4i - 

This month's new games, thoroughly tested by PSM experts 



II the best dirt on tomorrow's hottest games 


pe. 52 — 


► Ace Combat 3: Etectrosphere. 

► Fear Factor... 

► Fighting Force 2.. 

► Gekido.. 

► Jet Moto 3..... 

► Mag 3/Eagie One.. 

► Medal of Honor... 

► Metal Gear Solid: VR Missions. 

► Ready 2 Rumble/Thrasher: Skate & Destroy 

► Resident Evil 3: Nemesis.. 

► South Park/Army Men: Air Attack. 


pg. 85 - 
pg. 67 
pg. 62 - 
pg. 68 
pg. 79 - 
pg. 74 - 
pg. 73 - 
pg. 78 - 
pg. 54 - 
pg. 76 - 
pg. BB -« 



The latest codes for all you addicts 




You've got questions, we've got answers 


Link-Up. 

► Pause.. 

I* Fan Art. 

► Top This!.. 

t Marketplace. 


PE. 118 — 


.► pg. 118 

.► pg. 119 - 

.*-pg. 123 — 

.pg. 127 -* 

.-pg. 128 



► pg. 129 


A sneak-peek at what's gonna be hot for next month 


Ace Combat 3 . 

,pg. 85 

Medal of Honor. 

.pg. 73 

Army Men; Air Attack 

.pg, 66 

MGS: VR Missions .. 

pg. 78 

Chess Master 2. 

-P9 42 

NFL Xtreme 2 . 

pg 45 ■ 

Driver. 

.pg 43 

Ready 2 Rumble .. ., 

.pg. 54 

Eagle One . 

.pg. 74 

RE3: Nemesis . 

pg. 76 

Echo Night... 

-pg. 44 

Rising Zan. 

pg> 44 

Fear Factor .. 

.pg. 67 

South Park... 

.pg. 66 

Fighting Force 2 ... 

pg. 62 

Tarzan . 

.pg. 48 

Gekido. 

.pg. 68 

Thrasher: S&D. 

pg. 54 

Jet Moto 3 . 

•pg. 79 

Um Jammer Lammy 

.pg. 46 

Konami 80s Collection pg. 42 

You Don't Know Jack 

.pg. 46 

Mag 3 . 

.pg. 74 
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Spyrn 2 

-pg.8Z- 


ojte? cure?* 

I'LL UAVB YOU KNOW, IVE 
KlLLEP THOUSANDS Of 
BUTTERFLIES/ 


great "pick up 

fuaiiry inat made you want to 
just run around smashing things. However the 
quest itself was a bit dry—there just wasn't 
much variety to searching out the dragons 
However, after hours of hands-on play, we Ye 
to report that Spyro 2 not only solves 
that problem, but it's at least twice as 
good as the original in even/ possible 
way. Check out our first look at the 
return of this lovable lizard on page 82, 








With the release date of the PlayStation 2 nearing, 
Sony is preparing to announce major details about 
the console and the company's future plans at the 
upcoming Fall Tokyo Game Show (TGS). Rumors 
have pointed that Sony may have the largest 
booth at the show, dwarfing such large compa¬ 
nies as Sega and Bandai. This £S great news for 
Sony fans and PSM readers, too! We've got 
some early details, so turn to page 23 nowf 
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PJoySlotion 


Real Combat. Plastic Men. 
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your camplere source For all The lalesr in 
playstation news, topics, and aa-bir culrure 


These days, daily news is only a click away on 
the Internet But what you can't get online is 
PSM's exclusive in-depth coverage, with more 
details and extra info. We dig deep to find the 
real story behind the headlines. 



he massive Sony Metreon complex opened in San Francisco 
on June 16, just one massive traffic jam away from the 
offices of PSM. The complex, which features a variety of 
entertainment venues, is the first in a slew of such centers 
that Sony may open across the US. PSM was invited to the 
grand opening to check it out. 

At the heart of the Metreon is a 15 screen theater, 
with the latest digital sound, projection and butt-relaxing 
seat technologies. Surrounding this theater, much like a 
mall, is a range of shops, restaurants and other attrac¬ 
tions (including an interactive "Where the Wild Things 
Are" exhibition). 


The best of the stores is the custom-design PlayStatEon store, the 
Mecca of all video games boutiques for Sony fans, Sadly, like Niketown, the 
games here are every bit as expensive as in other stores—the difference is That 
it's all PlayStation, and you can get hold of old classics as well as the latest hits. 
There's also a rather cool PlayStation 2 demo running, so that customers can 
get a taste of the machine they'll be buying in Christmas 2000. 

If you want to buy the very latest Sony consumer electronics gizmos like 
Vaio PCs and laptops (Mmm, magnesium casing! or big flat screen WEGA TVs, 


there's a specialty store that takes care of 
that too. 

Lots of people went to the opening and many 
had the same complaint, that it was just a lithe bit 
TOO sophisticated and chichi for its own good- 
especial ly since the majority of visitors are going to 
be teenagers and families with kids. 


M-ET-R-EON 

A SONf t M T i M A I N M { N I c £hJ Tt G 


A Situated in the heart of San 
Francisco, Sony's Metreon 
Entertainment Center is a high tech 
oasis of fun and frolic. Good luck 
finding a parking place, though. 
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A The 
recently 
announced 
Vagrant 
Story com¬ 
bines ele¬ 
ments from 
FF Tactics, 

Metal (rear 
Solid and 
Parasite Eve* 


ecently, Square of Japan invited the American press to 
come visit its Tokyo office and meet up with sev¬ 
eral of it's most prominent game development teams. 

During the event. Square EA took the opportunity to 
announce several new additions to its U.S. game lineup for 
the upcoming year. Joining the previously announced 
Saga Frontier 2 will be Vagrant Story, Legend of Mana, 

Dew Prism and the eagerly awaited Chrono Cross, a 
sequel to the Super Nintendo title, Chrono Trigger. While no release 
dates have been set, don't expect any of these games to hil western L 
shores before February or March of 2000. Parasite Eve 2 was not talked 
about at the event, but we know that the game will also make an appear¬ 
ance sometime next year, but probably not until Fall or Winter. Well have 
full previews of all these titles along with several informative interviews 
in next month's issue of PSM. Until then, please enjoy these lovely and 
thought-provoking screenshots. 


Both Dew Prism and Secret of Mans will be coming to the U.S., but Square is 
relunctant to say when, except "sometime next year", 


■ One of the best games to be found on the Super Nintendo system, Chrono Trigger 
is finally getting a sequel in the form of Chrono Cross. 


Square Updat 
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his year's PlayStationsports fine- while Chris thought 
up could be one of the best yet, m.J!) 6 , " Creafe A 

with everyone from 989 Studios to years ago, 989 is 

Electronic Arts preparing to release poten- ^ in 
tiai AAA titles. Several of the more promi- ——-_-__ 
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All of these titles will be released late this 
year, and you can expect that PSM wifi be 
covering them like no one else can. 


nent games, such as Madden and 
Game Day, have already been covered in 
past issues of PSM but we thought we 
would go ahead and run some just- 
released screenshots of 989'$ other 
upcoming sports titles. 

^ NBA Shootout 2000 incorporates a 
create-a-dunk feature first suggested by 
Chris Slate in 1996—we were there and 
we heard him, 

► SuperCross Circuit is 989's entry into 
the expanding Motorcycle Super Cross 
genre and it looks pretty nice. 

NCAA Final Four 2000 takes us back 
to the college hoops series, with better 
graphics and even more options. 



ere are a few other 
notes of interest, in¬ 
cluding the latest up-to- 
the-minute information on 
everything PlayStation, 


PlayStation safes are 
increasing, worldwide. Even 
before an expected drop to 
$99, the worldwide sales 
have gone up to six million 
in the last six months. 
Although safes might 
plateau as the next genera¬ 
tion PlayStation launch 
approaches/a bargain price 
point may make that expect¬ 
ed decrease less than some 
analysts predict. 


v'v-f. 


Final Fantasy VII the 
smash hit R PQ from Square 
will find ah even bigger 
audience thanks to a mas¬ 
sive price drop. Sony has 
begun including Final 
Fantasy Vtll as part of the 
Greatest Hits series and it is 
now selling at a bargain 
$25. There are currently 59 
titles in the series. 


m 


Sony is up, Sega is 
down, June financial figures 
revealed that Sega stocks 
are trading at an all-time 
low. In fate June, Sega 
Japan stocks were trading 
at 7,468 yen, while Sony 
stocks were up 70 yen to 
12,580 yen. 


Square released 
Set ken Densetsu: Legend of 
Mana on July 15th in 
Japanese stores. The Jong 
awaited RPG sequel 
includes cool, previously 
unannounced features such 
as the "Pet Ranch" where 
you can keep and train cap¬ 
tured monsters. Front 
Mission 3 and Dew Prism 
will hit Japan in September 
and October, respectively. 


B ne month before a court hearing with Sony, Bleem LLC 
released bleem!, the PlayStation emulator tor PC, to 
retail stores. The software, which sells for $29.95, allows 'pc 
owners to play a large number of popular PlayStation games on 
their machines. It the PC is equipped with a suitable graphics 
cero, the PlayStation games are actually enhanced with higher 
resolutions and textures. 

500 stores natronwide will stock the software, and bleem 
LLC expects to win the next court battle and keep sefling this 
interesting software. Currently it supports 235 games and the 
company will continue to add patches that fix previously 
unplayable games and bugs. You can get more info at 

www.bleem.com. 


Sony Still Sues 



Ilj*- Namco has announced 
it will host the Videogame 
and Pinball Championships, 
an arcade tournament joint¬ 
ly hosted with the Twin 
Galaxies Intergalactic 
Scoreboard, to be held in 28 
states. Check your local 
arcade for details. 

The fabled Nintendo 
64DD may have finally bit¬ 
ten the dust. Nintendo 
Japan has revealed that all 
five scheduled 64DD titles 
will now appear on car¬ 
tridge, perhaps the final nail 
in the coffin for the 64DD. 

9/9/99 might be the 
date that the Dreamcast 
ships, but PlayStation own¬ 
ers will hardly bat an eyelid, 
since it's also the day that 
D/no Crisis from Capcom 
will ship in the US. 
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Time Crisis 


f Dragon Quest Makeove 


Iready hard at work on Superman: The 
Animated Series, French developer Titus is said 
to be laying the groundwork for another ran of steel to 
make his entrance on PlayStation. Word has it that a 
new Rohocop game is in the works for release 
sometime next year, but exactly what kind of game it 
will be is still under wraps. A side-scrolling action game 
similar to the late 1980s Robocop coin-op is one 
possibility, but we're hearing that a full 3D action-adven¬ 
ture is more likely. 


Namco's super-hit arcade 
light gun gome may be 
passing up PlayStation, but 
we’ll be getting a new 
adventure to make up for it. 


allowing in the monolithic footsteps of Square, 
it seems that Japanese developer Enix is get¬ 
ting ready to update a number of its classic role-playing 
games for PlayStation. Rumor suggests that Dragon 
Quest IV, V f and Vi are currently being outfitted with 
greatly enhanced graphics and sound for their 32bit 
comebacks, and wifi most likely arrive on the same disc 
sometime next year Given the fact that Enix's latest 
RPG, Star Ocean: Second Story, has made its way onto 
US shelves, the chances of these revamped S and 16bit 
gems coming stateside is looking mighty good. 


Dragon Quest 
(o.k.a, Dragon 
Warrior in the 
US) is one of the 
world's mast 
popular RPG 
series—even 
though a new 
installment 
hasn't been 
released 
in years. 


Robocop 
was a huge 
hit in the 
arcades, and 
now he's 
bringing his 
cybernetic 
justice to 
PlayStation. 


ith the massive success of NFL Blitz 
under its belt, and NBA 
1 Showtime currently heating up 
arcades, Midway is rumored to be 
pondering two new additions to its 
adrenaline-charged sporting lineup. If 
all goes as planned, 'extreme 1 versions of 
baseball and golf will find their way onto 
PlayStation next year. Baseball we can see, 
but golf? Who knows—maybe after-putt 
tackles and golf cart racing will go a long 
way toward spicing things up. 


ou've probably been wondering what hap¬ 
pened to that 'all but certain' PlayStation port of 
Namco's blockbuster arcade blaster, Ttme Crisis 2. Well, 
according to the latest word from the rumor mill, it ain't 
gonna happen. Rumor has it that Namco has deemed 
the game technically impossible on PlayStation—as was 
the case with Soul Caliber—a nd is instead cooking up an 
extra-special treat for fans of the series under the work¬ 
ing title of Time Crisis 3 Supposedly under development 
here in the US r the game is said to be PlayStation-exclu¬ 
sive (meaning you won't see it at your local arcade) and 
will likely arrive 
next summer. If 
this holds true, it 
could very well be 
one of the last big 
PlayStation releases 
we'll see before the 
arrival of PlayStation 
2 late next year. 


► Extreme golf—hey, stranger things have 
happened, but not very often. 


Jt looks like Casttevonia f plays like Final Fantasy f and 
could be heading to a PlayStation near you* 


EA's Big Adventire 

HHfc ord has it that Fatal Fury: Wild Ambition isn't 
P the only new SNK title that Electronic Arts 
has its sights set on. According to our sources, t A has 
plans to release the RPG Kouideka stateside next year. 
Looking like a cross between Resident Evil , 
Castievania, and Fmai Fantasy Vlil, the game features 
real-time exploration and turn-based battles crafted by 
ex-Square designers. We'll bring you the latest on the 
game as it surfaces. 


Illustration: Ryan Kinnatrd 
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This is the the place to get THE expert opinion on the 
latest peripherals. All hardware gets the full rundown 
from the entire PSM staff, making this the most reli¬ 
able source for making vour next purchasing decision. 








RF MAX 900 

NYKO - Available Mow * $39.99 


So named because it uses 900 MHz radio frequency 
technology to free up your console from the usual 
tangle of AV leads, the RF MAX 900 claims to be 
compatible with the PlayStation, Dreamcast, N64 
and most peripherals, work up to 30 feet away and 
eliminate lag and the need for line^of-sight. Wow! 
And the result? Yes, and no. Shame then that the last 
point is the most crucial to the peripheral's success, 
but walk in front of the transmitter or receiver and the 
signal's disrupted Move at all, in fact, and the signal 
goes south. The two boxes must be exactly aligned, 
and you'll find yourself continually twisting and turn¬ 
ing the things to get an interference-free picture, But 
it does work with ail the major consoles (separate 
adapters included in the box), reduces the spaghetti 
(cable count) and is great to use as a quick fix in 
a hotel when on the road, but won't be replac¬ 
ing your normal RF unit at 


RATING: 


CONCEPT 4 RACING WHEEL 

INTERACT * Available Now * $39.99 

The top steering wheel for some time 
now among the editors here at PSM has 
been the V3 wheel from Interact and its ^ 
vibrating sister, the V3FX, which is why we were 
thrilled to hear that the next evolution of the V3 is on 
the way. Unfortunately, after a thorough testing, we 
found that the Concept 4 has little more to offer than 
the original V3 and in some ways is not nearly as 
good. I 7 looks really nice with a rubber wheel grip and 
a little brushed steel bit and features nevv gearshift 
paddles right under the wheel, but that's it for the 
new features. It still contains all the versatile pro¬ 
grammability of the V3 series, which is easily the best 
feature, You can swap any button for any other but¬ 
ton, as well as adjust the steering sensitivity with 
three preset settings Additionally, it has the ability to 
allow any steering sensitivity the user wants by sim¬ 
ply hitting a few buttons and turning the wheel to 
your preferred turning radius. It is also very 
adjustable, fitting between your legs on the couch or 
on the tabletop using suction cups or some new 
clamps that corne in the package. It doesn't tele¬ 
scope as much as the V3 series does, which is a 


RATING: 

** 1/2 


detraction 
when in 
your lap. The first of the two 
areas of disappointment is the vibration 
effect. It is far too light and buzzy, which 
left us wishing for something stronger, but 
to their credit, the effect is far better than most 
wheels, except for their own V3FX, The second bum¬ 
mer i$ in the lack of resistance you get when you turn 
the wheel. The best steering wheels are those like 
the original Mad Catz wheel that provide significant 
resistance when you turn them and increases the fur¬ 
ther you go. This is what most accurately emulates 
the feeling of a real car, but was completely forgotten 
when the Concept 4 was designed. 

Although it will center itself, it is one 
of the looser wheels out there, 
it's not a bad buy, but we 
were expecting a jump for¬ 
ward, Instead, we get 
a step back in flashy 
packaging, 


INTERACTIVE BATTLE CHAIR 

HUNSAKER - Available Now - $299-$499 

You know a product is not when all of your 
fellow editors get a giant ear to ear grin 
when they use it or, in this case, sit in it. 

We've seen the "speaker chair" before. 

Back some time ago, we covered the 
Intensor, which received less than favorable 
reviews. The Interactive Battle Chair shares none of 
the Intensor's problems. The high quality speakers 
seaied inside the solid construction include two 5 1/4 
inch 3 -way drivers positioned on either side of 
your head, as well as an 8" subwoofer built into 
the back. The woofer's patented design allows 
for excellent vibration and powerful bass when 
low frequencies are received. You can actually feel 
the music. The sound produced is thrilling and crys¬ 
tal clear. This is one of the most immersive expe¬ 
riences we've ever had with a speaker system. 
The basic chair package which hooks up to 
your existing stereo as an extra set of speakers 
is fairly comfortable, considering that you're sit¬ 
ting on hard plastic, but a cushion is available for 
$80. Also available are action trays which 
to your arm rests and ares perfect for a mouse, 
remote control, a snack, or even a soda and 
also sold separately for $80, The deluxe package 
comes with an additional amplifier/receiver 
which is a complete 
overkill. It's a 60 watt 


Yamaha surround sound processor and 
amplifier with all sorts of extra goodies, 
which could easily be the centerpiece of 
any home theater system. The price will 
put the Battle Chair out of many people's 
reach (this is essentially a high quality 
stereo system), but for those that want to 
get the most out of a game's music and 
sound effects, you could spend a lot more. The 
Battle Chair may be hard to find in stores, but you 
can get one directly from Hunsaker by going to 
www.battlechair.com or by calling 
(805) 6500065. 

RATING: 

***** 


UNIVERSAL ROCKER SEAT 
MASSAGER 

NAKI * Available Now * $39,99 

This odd device has a dual purpose. First it is a 
vibrating back massager with two speeds. Slip it 
over your office chair and let your stress melt away. 
You can also set it up in your car, attaching it to the 
lighter with an adapter that is sold separately. The 
second purpose is a bit more interesting, as it has 
been rigged to work with PlayStation games that 
feature Dual Shock vibration. Through a special 
adapter that comes packaged with the product, the 
Naki Rocker Seat Massager will vibrate in conjunc¬ 
tion with the action on screen. Unfortunately, you 
get only one type of vibration, either high or low, 
although it accurately vibrates with the action 
on screen. Another bummer is that it feels 
kind of lumpy when you sit on all 
the little vibrators that line the 
inside. Overall though, this is 
a fairly innovative new use 
for a type of product that 
has been available for 
years and might be 
worth a look if you're 
searching for a mas¬ 
sager in the 
first place, 

RATING: 

★** 
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It's not the size 
of your howitzer, it's 
what you do with it. 













The Tiny Tank with the Big-Ass 'Tube, 





www.playstation.com 



the body of a vending machine, 
but he’s got the spirit of a rottweiler. 



Think Tiny packs a powerful punch? Try the ultimate 
destruction of the two-player, death-match mode, 



Ever seen a pack of itsy-bitsy piranha devour a water 
buffalo? Size is a poor indicator of annihilation potential, 


Chaos has struck Sentrax, the world’s 
largest defense contractor. And now its evil 
robots are destroying the earth. Mankind 
may not make it to the 22nd century. The 
only hope is a bright yellow tank the size of 
a riding lawn mower. Can Tiny, with his 
80mm cannon, Gatling guns and assorted 
rocket launchers save the human race? 
Maybe, But even if he can’t, he*s gonna piss 
a lot of people off in the process. 
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One of the drier preseniations discussed the 
PlayStation 2 s graphics tenderer, and was 
called "A Tale of Two Dinosaurs". It dis¬ 
cussed the improvements made to an old 
PlayStation demo (featuring an animated T- 
Rex) and although the speaker, James 
Russell from Sony Europe, explained how 
amazingly fast and detailed the new demo 
was (after six revisions and six lengthy explanations), he never actually showed it. 
This left a lot of developers scratching their heads. The "rubber ducky" demo had 
also been improved. Here are some of the other noteworthy bits of info; 






Welcome to our exciting new section, where every 
month we ll break all the latest news on Sony's 
next system. This is THE premier source for PS2 info! 


► Sony announced that it would not be supplying the same level of support to PS2 
as it had to original PlayStation developers, citing that middleware developers 
would supply many of those tools interestingly, Nichimen and Angel Studios were 
among them—both of which are very heavily involved with Nintendo 64 tools. 


► The machine's much talked-about backward compatibility produced an unex¬ 
pected bonus. It became clear during the conference that the original PlayStation 
chip (which is largely replicated in the PS2} is so well integrated that it provides not 
only an extra processor for PS2 games, but an extra chunk of fast memory too. 


► A company called Cygnus showed off its PlayStation 2 emulation software, 
allowing developers to test PS2 code on a PC (albeit super-slowly) so they can iron 
out bugs with or without a finished PlayStation 2 development kit. 


Our developer source told us that his feeling at the end of the conference was split. 
On one hard, coding for the machine is complicated and difficult in much the same 
way as the Saturn. Making the various chips talk to each other in an efficient way 
will be challenging. On the other hand though, he explained that the machine was 
so hideously overpowered and labyrinthine, that coming up with solutions would 
not only be fun, but it would open up avenues never before seen in videogames,^ 


In the last week of June, 

Sony held its first compre¬ 
hensive developers confer¬ 
ence for PlayStation 2 at 
the San Mateo Marrlot in Northern 
California, Hordes of programmers, 
artists and designers descended on the 
Bay Area to hear what Sony had to say. The speech 
turned out to be complicated and dull, but dig through 
the jargon, and to quote an attending developer we 
spoke to, "In a word, it was awesome." He also said, 

"RISC... wheee!", but that made less sense. 

Most of the conference was taken up with detailed 
explanations of chip abilities and limitations. Sony showed 
an older demo with some revisions, such as a flock of birds in 
a castle courtyard. This demo displayed complex behavior patterns as the lead bird 
would switch positions, and the flock would then act accordingly. The castle was, 
of course, beautifully rendered and featured really nice reflections and lighting, 
Another demo featured a fractal landscape, where birch trees cover a 
mountainous island. Although it looked beautiful graphically, the real point of this 
demo was to show that every tree, since it had been fractal^ generated, was 
different At the push of a button, the trees grew in accelerated time, and as if 
that wasn't enough to knock your socks off, wind was then turned on and the trees 
swayed perfectly in the breeze, Sony is being very clear to developers on the need 
^to do more than just improve the graphics to make environments super realistic. 


-% 
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r ™ " T any is preparing to announce major details about 
I 1 ^^yStation 2 at the upcoming Fall Tokyo Game 

I US I Show (TGS) starting on September 17th. Sony 
1* m* ** said to have secured the largest booth space 
at the show, dwarfing other large Japanese companies such as 
Sega and Bandai. Wonder what all that space could be for...? 

So far, the only thing that's been confirmed by Sony is the 
fact that the final design of the console, along with its name, 
will be revealed on the day before the show, September 
16th. But we've heard we can also expect several playable games 

Not to let Sony have all of the PS2 spotlight, Namco is said to 
developing a new PS2 demo specifically for the TGS, Industry insid¬ 
ers have suggested that the demo may be of Tekken 4 or a new 
Ridge /fecer title, but Namco is not saying anything yet. Of course, our very own Chris Slate and 
Max Everingham will be in Japan to cover the historic event, and report back on all the cool news. 
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NewP52 


► White not os 
fancy as earlier 
demos, this one 
does show off 
the spectacular 
lighting effects 
that are possible 
on the PS3. 
Real-time 
shadows are 
created in 
relation to where 
the Eight source 
is painting. 



Back in the May issue of PSM, we gave you a glance at the handful of the PS2 
demos that Sony showed off at the PlayStation Meeting 1999, Since then, 
several other demos have beers shown, but there have been no screenshots 
available of them—until now. So, without further adieu, enjoyf 


in comparison, 
the football 
players in this 
screenshot have 
more polygons in 
just one foot than 
the players in 
NFL GameDay 
2000 have in 
their whole bod¬ 
ies. These players 
also move 
mare fluidly 
and realistically 



this is just 
another lighting 
effects demo, ft 
shows off parti¬ 
cle#, in the form 
of fireworks, that 
reflect off Lady 
Liberty's surface. 
There's also a 
fight that shines 
from the bottom 
lhat illuminates 
certain parts of 
the screen. 


Light reflecting 
from this torso 
create# a shiny 
metallic look. This 
effect is colled 
Specular High¬ 
lighting, and 
requires a rather 
powerful process 
sar to create. 
Expect to see this 
used in all P52 
racing titles. 
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f Tith the continued shipments of 
I I I : i PS2 development kits and the 
I i release of several emulators, 

L, M _ , J more and more companies 
are now able to begin production on next 
generation titles. And as the Fall Tokyo 
Game Show approaches, we expect to 
see even more confirmed games coming 
out of the woodwork, Here are the latest 
tidbits we re hearing at press time... 

While mentioned in earlier issues, 
Konamt continues to leak information 
about its upcoming projects. The company 
just recently partnered with Microsoft 
and plans to release Combat Flight 
Simulator, Links, Age of Empires , Mid¬ 
town Madness , Motocross Madness, 
Monster Truck Madness . and a version of 
MechWarrior for the Dreamcast and 
PlayStation 2, Reportedly, these titles will 
first be released in Japan before making 
their U.S. debuts. 

A few months ago, Infogrames posted 
up a help -wanted ad for a PlayStation 2 
programmer, which leads us to 
believe that the company is 
seriously interested in creating 
titles for the console. When 
questioned, however, represen¬ 
tatives from Infogrames denied 
that any PS2 projects were 
underway, but sate the com¬ 
pany was investigating the 
potential of various next gen¬ 
eration consoles. 


A quick look at who already has 
PlayStation 2 games in the works 


As reported on FGN 
Online, Imagrneer and 
Rage Software have 
teamed up to create a 
brand new title for the 
PS2, The game will 
take advantage of the 
Hostiie Waters game 
engine, which is cur¬ 
rently being used in several different 
games for both the Dreamcast and PC. 

Acclaim has also officially announced 
its support for the next PlayStation and 
plans to have at least four or five games 
available at the console's launch. No 
specific titles have been named, but we 
know for sure that a South Park game 
is one of them, tbs also easy to assume 
that other franchise titles like Quarterback 
Club and Turok will be appearing, as well. 
Deciding to release a full sequel rather 
than just a quickly put-together add-on, GT 
Interactive has revealed that a follow up to 
its smash hit, Driver,, is in the works. While 
the game will likely 
appear on the current 
PlayStation, GT hints at 
the fact that there is 
a distinct possibility 
that the franchise 
will appear on 


A* least one: of the current 
South Pork tirie# is going to make it# 
way to the P5% caurtesy of Acclaim. 





If Kanomi ha# its way, sever¬ 
al of Microsoft's most papular 
PC games, including Atidtown 
Madness, will be appearing on 
the PlayStation 2. 

future consoles, as well. 
We can only hope that 
Driver 2 will appear on 
the PlayStation 2, as the 
game could definitely take advantage of 
the console's extra processing power. 

According to an inside source at 989 
Studios, Jet Moto 4 is already in produc¬ 
tion for the PS2, While the project is only in 
its early stages, it should be finished in 
time for the console's September launch. 
Rumor has it that the game will support 
online play and will allow up to four players 
to compete against each other. 

White previously revealed in the June 
issue of PSM, Core has now confirmed 
that there will indeed be a new Tomb 
Raider title for the PlayStation 2, The com¬ 
pany went on to say that the latest Tomb 
Raider title [Tomb Raider 4 for the PS) will 
give players a good idea of what they can 
expect to see on the PS2 {Tomb Raider 5). 

On the other side of the spectrum, Zed 
Two, the makers of Wetrix for the 
Nintendo 64, are reportedly bringing the 
sequel Wetrix 2to the PS2. PSX.IGN spec¬ 
ulates that the company will take advan¬ 
tage of the console's amazing water 
physics system seen in earlier PS2 demos. 


System Overview_ 

* liShfrt CPU core "Emotion Engine" 

* G5 "Graphics Synthesizer' 

* $PU2 "Sound Synthesizer" 

■■ I/O Processor 

* DVD/CD-ROM Disc system 

* Digital l/F 

Emotion Engine _ 

CPU core and c&processors 

* CPU Specification 
-CPU Com- 128 bit CPU 

- System Clock. 3QQV-HZ 

- Bus Bandwidth 3.2GB/sac 

- Main Memory Direct Rambus, 32MB 

■ 128 bit SIMD Multimedia instructions 

* Co-processors 

- CPU Coprocessor 1; FPU 

- CPU Co-processor 2 ; VUO 

- Vector Unit VLil f Total 10 FMACs 
+■ 4 FD/Vs 

* Floating Point Calculation. 6.2 GFLOPS 

* MPEG2 Capability 

- Image Processing Unit <iPUl 

- Macro block layer decoder 

- 1 SOM pfxsl/sec, for 

640[Hj)t4aD(Vl/60fp5 

- DVD movie 

* CPU Performance 

- 15x faster floating point cafcufabohs 
than Pentium N, and 3x faster than 

the Pentium in 

- 66M polygon/sec geometry calcula¬ 
tions 

1BM polygon/sEc curved surface 
generation Iftezrer) 

Graphics Synthesizer_ 

Rendinng Engine 

■ Visualization 

* Drawing Primitive by Display List 

- 3D Polygon (triangle, quad, mesh) 

- 2D Sprite 

- 2D/3D Line 

- Particle 

- Point 

- Ftotc^fovie 

* Visual Effects 

■ Anti-aliasing Isurface, edge; 

-fogging 

- Alpha binding 

- Multi-pass texture function 
filtering. Bump Mapping I 

* Texture Mapping 

- Perspective correction 

- Modulation/Highlight 
-MIPMAP 

- Bi- and Tn -Linear sampling 

■ Zero penalty texture + aipbe blend 

- Ctfor depth <0, 16 or 24 hit 

* GS Specification' 

-System Clock; ISO MHz 

- Embedded DRAM: A MB 
[ultra-high bandwidth) 

- Bus Bandwidth; 43 GB/sec 
DRAM bt-5 width: 2,560 bits 

- Pixel Configuration 64 bit 

- 24 bit RGB - 8 bit Alpha channel 
! -32 bit Z Buffer 

- 2.4 GPixel/sec 

- Pixel fill rate. 2A GPixel/sec 

* Rendering Performance 

- 75 mill on polynon/sec (small pdtygwtf 
-50 mill on polygon/sec 

(4Bpix quad '240H Cdc* r Alpha, Zj 

- 30 milfion polygon/sec 

50 p.xel triangle with Z end Ai 

- 25 miliion pofrygon/sec 

(48 pixel quad with Z, A r and T) 

- Particle Drawing Rate: !50 m IliQp/sec 
-Sprite Drawing Rate: >8 75 million 

(3 ;c8 pixels! 

Sound_____ 

■ 4S channel AD PCM 12 k SPU) 

■ CPU Software Voice (Future Sound) 

* CD BUM 

* 3D Sound fDolby AC-3. DTS) 

*44,1 KHjj Of 48 KHz 

Digrtal Interfaces 

* IEEE 1394 (Digital AV) 

* Universal Serial Bus (USB! 

* PC Card :PCMCIA!; Modem, 

Communication 

* Memory Card 

* Contrailer 
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r “ " It looks like Sony may 
I *%. 1 decide to not include a 
I I I modem with the PS2 in 
L _ _ J Japan, and will offer an 
external add-on one instead. 

One of the main focuses of dis¬ 
cussion right now is how Sony is going 
to handle the online aspects of the 
PlayStation 2. Will they follow the 
Sega Dreamcast model and set up a 
dedicated online gaming network? Or 
rather, will they allow players to select 
their own online provider (ISP)? 
According to recently published 
reports, Sony could be doing both. The 
Nikkei (a Japanese industry newspa¬ 
per) recently reported that Sony and 
the Saison Group have started up a 
joint investment in a new Internet 
company. The purpose of this compa¬ 
ny is as yet unrevealed, but there is a 
good chance that the PlayStation 2 is 
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involved somehow. 

Sony has also an¬ 
nounced its intention to 
become a major telecommunications 
service provider, and will start offering 
wireless Interne? access and messag¬ 
ing as soon as the Summer of 2000. 
At the start, services will be limited to 
specific regions of Japan, but Sony 
hopes to draw in a lot of subscribers 
and eventually grow to encompass a 
majority of the country. 

So far, no concrete details have 
been revealed about how exactly the 
PS2 will connect to the Internet, but 
most industry insiders assume that a 
standard modem will be included with 
the console. There is a good chance, 
however, that Sony will not initially 
include a modem in order to keep the 
retail costs down. Rather, it may make 
an add-on available at a later date and 


< PlayStation 2 may not have 
and internal modem, but keep 
your eyes peeled for an external 
model to be released later, 


at an extremely low price. 

However, what kind of modem will it 
be? As mentioned above, Sony could 
easily develop a wireless modem for 
the console, so that people can 
browse the Internet from virtually any 
location. Another possibility is a high¬ 
speed cable modem. 

In late June, Cable Laboratories 
Inc., a company that examines and 
certifies cable boxes and cable 
modems,, approved a cable modem by 
a little company we like to call Sony 
Corp. Naturally, no one at Sony would 
comment, but there is a chance that a 
cable modem is being planned for the 
PlayStation 2. Given that Sony has lit¬ 
erally dozens of AudioA/ideo and com¬ 
puter products though, it could be a 
cable modem for anything from a DVD 
player to a big-screen TV, For now, 
well just have to wait and see., 


Preview 
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Title: Kessen 
Publisher; Koei 


Release Date: Winter 
Developer: Koei 


• ' ^ oei has been long known for its high quality strategy/simu- 

I ij^ latipn titles, so it makes sense that the company's first 
1 m \ announced PS2 title, Kessen (Decisive Battle) would fall 
L. — — J into that same category, Players will be abfe to control 20E> 
300 horse-riding soldiers, as they attempt to turn the tide in an ongoing 
civil war. If this game had been developed for the current PlayStation, 
you would only be able to see three or four soldiers on-screen at a time, 

Koei has developed a special engine that allows 3D objects to move 
around independently without interrupting the overall movement of the 
larger group. So, it will be possible to see several hundred soldiers mov¬ 
ing together in a pattern without any of them running into each other. 

After this project is completed, Koei has plans for four more PS2 
titles, one of which will be co-developed with another company. 


Ltespffe ttie targe 
number of characters 
on-screen, Koei was 
still able to keep the 
game moving at a 
constant 6Gfps and 
without a single bit of 
slowdown. Amazing! 




Ima gine the battles 
that Can take place 
when you have 200- 
300 troops under 
your command. This 
game is going to end 
up being truly epic* 



■ '9* 


ccording to several online sites, 


™ v different eonees from 
■ ; Japan have stated that Sony 
k — — J will indeed release the "Next 
Generation PlayStation" in Japan on 
December 3rd for the suggested retail price 
of ¥39,300 (S330). One source continued 
on to say that advertisements for the con¬ 
sole would appear later this summer, and 
that an official announcement about the 
PS2 would be made shortly. It also looks 
like Sony will not be including a modem 
with the PS2 and that players will have to 
purchase one separately if they want to 
connect to the Internet. Apparently, the 
company does not want to focus on the 
online aspects of the console at this time. 

Another site has reported that Sony will 
also launch the PlayStation 2 in Hong Kong 
on the same day, and that 30,000 units of 
the console would initially be available. 
Accompanying the PS2 on that day will be 
six different titles, which should include 
Tekken 4, Gran Turismo 2 and A-Train & 

In an attempt to confirm these rumors, 
we contacted a PR representative at Sony 
of Japan (SCEI), but got back denials in 
return. They said that a December 3rd 
release date would be impossible, and that 
the company had not decided on a final 
release date yet. It looks tike we'll just have 
to wait until the Fall Tokyo Game Show to 
see if these rumors are true or not. 
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PLAVEfiS 


Besides Cyber Barry, your arsenal includes hot routes, 
one-handed grabs and breakable wrap tackles. 


MASSIS 


COLLISIONS 

lt r s an ail-out assault with make-the-cnt mufti-player 
franchise builder and zebra-free arcade mode. 
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This month w@ sat down with Adrian 
Smith, the Director of Operations at Core. 
If you wanted to get permission to ask 
Lara out on a date, this is the guy you'd 
have to ask. His latest project Tomb 
Raider: The Last Revelation, has been 
top-itcret until now, but once Adrian 
started talking, he had plenty to say... 



PSM: First of all, what is your goal in 
making Tomb Raider 4? 

Adrian Smith: Well, it's the last of 
the current technology. Obviously, 
going forward we'll be looking at lots 
of angles on PlayStation 2. So this is 
the last big send-off, which is rnpor- 
tant. So we revisited an awful lot to 
make sure that it is, without question, 
the best Tomb Raider game that 
we've ever produced. 

PSM: So, TR4 is in effect ending the 
current series, but also pointing 
towards what you're going to do 
cm the next round of systems...? 

AS: God, you must be a mind reader. 
You're absolutely right. It is r if you like, 
ending this current series. But it's a 
pointer towards a bright future. 

PSM: So, what exactly is new 
about this year's Tomb Raider? 

AS: I'd love to say it's a whole new 
game, but I find that difficult because 
it's still going to have Lara, and she r s 
still going to be doing what everybody 
knows she does. To us, though, it is 
technically a whole new game 
because it's a whole new gameplay 
system and a whole new engine that's 
in there. So what it actually means is 
that we can twist and move Tomb 
Raider 4 in lots of different directions 
that we've never been able to go in 
with the past adventures. 

Another point was that people 
that don't know Lara or all these other 
Tomb Raider games need to be able to 
pick up Tomb Raider 4 and understand 
it. So that gave us a lot of things to 
think about. We have to have an 
explanation of Lara and her past 
adventures in there, and we r ve done 
that in a number of very clever ways. 
We've put some big hooks in there, 
some real big hooks where new peo¬ 
ple think, JJ wow r that's a great idea", 
but existing Tomb Raider fans will just 
go wild because there's lots of things 
in there that they probably didn't ever 
expect to see. 

This is really a tale which is told 
from the beginning to the end of 
this game. It's not five locations, so 
she's not jetting off around the 
world. That is, there'll be no sort of, 
loading a London level or loading an 
indian level. They're just going to be 


playing one adventure that's all in 
front of them. 

Also, the story is going to be 
presented at lots of different points 
throughout the gameplay. We're mov¬ 
ing away from the "play a level, get an 
FMV, play another level, get an FMV." 
The story bits can come and go 
depending on what happens and what 
you do, which characters you talk to, 
and what information they give you, 
so it's going to be flexible, That really 



allows us to drive the gameplay and 
the story throughout the game. 

So it's one single massive 
adventure that Lara's embarking on 
this time, which is very, very different 
from the past. I mean, technically we 
changed just everything that you can 
imagine. It visually looks better. It runs 
fasten It's smoother. We've put a 
whole new lighting system in there. 
Lara's been redefined, she's been 
remodeled. She's all soft skin now, so 
she looks a lot better, a lot smoother. 
Her range of moves has been 
tweaked and redefined. We've added 
up to about 12 or 14 moves. I mean, 
we're pushing 30 moves this time 
around. They're not all main moves, 
some are incidental moves, lots of lit¬ 
tle things that we've always wanted 
to do. 

Where this whole game takes 
place is also key, because rather than 
traversing across the globe and travel¬ 
ing massive distances, we've focused 
on a single area which is shrouded in 
mystery. And that makes great game¬ 
play because you're going to be revis¬ 
iting areas maybe two or three times. 

PSM: It almost sounds like the 
gameplay has a hint of something 
like Zetda in it... 

AS: In essence, yes, it does. You 
know, I think it J $ a better way to tell a 


story. In Tomb Raider3 we gave these 
levels where people could wander 
about, but the problem was, I think 
they lost focus of what they were 
actually supposed to be doing. We 
expected people to cover massive dis¬ 
tances to get a key, then go all the 
way back to use it in a lock. And they 
sort of gave up, or they just sort of lost 
the plot. 

This time, we're driving it more 
linear. We want people to have instant 
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rewards, You come into a room, 
there's a puzzle you have to solve 
directly in front of you, solve that puz¬ 
zle and then you go to the next room. 

PSM: So you don't have the puzzles 
anymore where you have to cover 
those great distances? 

AS: No 


otherwise you can't see what you're 
aiming at. You don't always have to do 
things like this, but it makes your life a 
lot easier. 

Bringing on an inventory system 
means we can do a lot more. The key 
to us in Tomb Raider 4 is to get rid of 
the push-pull blocks, and the buttons 
on walls that you press. There are 
none of those in Tomb Raider 4. 
Taking those things out made us all 
rethink and refocus on the essence of 
what Tomb Raider 4 is all about. So it 
actually gave us a lot of directions. 1 
mean, we're introducing the use of 
ropes to Lara, That addition alone 
gives us, you know, 15, 20 new and 
different possibilities, She can swing. 
She can go up and down on them. 
She can drop off a rope. She can use 
ropes to pull, so she can pull ropes to 
raise platforms, she can pull ropes to 
make the upright winches. The possi¬ 
bilities that become available to us 
just by slipping something in like 
ropes are absolutely massive. You 
know, little things like finding torches 
during her adventure, The torch will 
go into inventory. If she finds a fire 
later on, you can take the torch out 
from the inventor/ and light it. And j 
maybe later on you choose to put it 
out, and put it back in your inventory. 



PSM: Oh, wow. That's a pretty fun¬ 
damental change, huh? 

AS: Yeah. I would actually say it's fun¬ 
damentally what Tomb Raider 1 was. 
With that game, it was almost blatant¬ 
ly obvious what you had to do. We 
don't want people to be wandering 
about aimlessly thinking, ,r what the 
hell have l got to do next?'' So we 
spent a lot of time looking at 
that. 

This time a lot of 
the gameplay is based 
around the mechanics of 
giving Lara an inventory 
system. For the first 
Lara collects items and 
combines items. This 
system can make life 
a lot easier. For 
example, yo 
can attach a 
flashlight to a 
gun so that 
she can 

up into the dark, 


PSM; How is the action handled in 
this one? Is it still the same, where 
someone will come on, and Lara 
pulls out her guns... 

AS: No. Very, very different, indeed. 

There are a num¬ 
ber of things 
that we've 
changed. It's 
all better AL We 
had fundamental 
problems with 
what you talked 
E, because if there 
was an enemy, say, on 
the ceiling in Tomb 
Raider 3, and you run 
through that room with 
guns out, Lara 
would automatically 
target and you'd see 
her arms shoot up 
the roof. It would 
give the surprise 
away a little bit. 
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So, we decided that we'd change that 
whole system. 

Mow, even though there's still 
an element of automatic targeting in 
there, you have choices. You can 
change your target from character to 
character, so you might ought to 
shoot the guy who's closer to you 
before you take out the guy behind 
you, Also, it might be that there are 
objects in Tomb Raider 4 that you 
have to shoot. They may be suspend- 
ed high on the ceiling, and you have to 
actually get Lara's gun in line with the 
objects on the ceiling to shoot them 
down. 

Also, we're introducing higher 
quality baddies, but fewer of them, 
We don't want several enemies on 
the screen at once, but just a couple 
which are ducking and diving. And you 
can't just climb onto a ledge and then 
shoot a target, because if you can gel 
up there, so can your enemy. The bad¬ 
dies have the same attributes as Lara, 
If Lara can run and jump across a gap, 
well, so can they. It actually means 
that you've got to deal with these 
people or choose to evade them 
and run away. 

PSM: WH1 Lara have new costumes 
to wear and new vehicles to drive? 

AS: There are a couple of new vehi¬ 
cles, but we're not quite sure what 
we're doing with them yet. We’re 
working to make them a key part. But 
the clothes is a little sticking point at 
the moment. We're not altogether 
sure what we're going to do, because 
it's just one location, and there isn't a 
great call for Lara to get changed. 

Also, there aren't loads of 
weapons this time. The locations 
don't need it. And there are baddies in 
this adventure that she won't be able 
to destroy. We're making that obvi¬ 
ous—they’ll keep getting back up. So 
it's a different game mechanic for us 
in doing that. 

PSM: Could you talk a little more 
about how the general level design 
has changed? 

AS: One key point is that, rn the past, 
the levels were very block-based. 
Everything was always very rectangu¬ 
lar. In TR4 is we've introduced more 
organically-shaped things, lots of col¬ 
umn shapes and a lot more work 
around doors. A lot more statues, a lot 
more things from the real world are in 
the environments now. You walk into 
rooms that are lined with lots of sepa¬ 
rately modeled, more organic-looking 
statues, and they're everywhere, so it 
makes rooms look far more dramatic. 

PSM: So you don't necessarily walk 
into a room and at a glance say, "I 
can step on that r stand on that, but 
not that"*,. 

AS: You're absolutely right. 

You don't. 


PSM: What was the genera* reac¬ 
tion from the fast game? Based on 
that feedback, is that why you're 
making changes? 

AS: What we wanted to change from 
TR3 to TR4 was reduce the size and 
what people have to do in order to go 
to the next part of the game. We don't 
ever want to see that people are con¬ 
fused and don't know what they're 
doing in Tomb Raider So, we were 
keen to reduce the distance that Lara 
has to travel just from A to B in Tomb 
Raider 4. Now, there are faster 
rewards for doing things. 

Also, We're going to try and 
ease the pain a little bit by letting you 
save at any point you want during the 
game.. And you can keep your saved 
games as well, so you can go back. It 
won't override your fast saved game, 



PSM!: You mentioned earlier is that 
it will be important to go back and 
forth between different areas,,. 

AS: What we've done is we've made 
strategic hubs, spots that you will go 
back to in order to find out some more 
of the story, then go off and wander 
down the next spoke, if you like, of 
the wheel. And then you may come 
back and they'll tell you more, and 
then you go off in another direction. 

PSM: fs there anything important 
about Tomb Raider 4 that I haven't 
asked you yet? 

AS: No, 3 don't think so. People will 
see a dramatic difference, I think. It 
will be something very, very different 
from the second you put the game in. 
The heart of it is still what it's always 
been, but with a twist and a refocus. 

PSM: Okay, now about Lara going 
onto PlayStation 2,.. It's pretty 
much a given, isn't it? 

AS: It could be, I mean, I think the 
only answer to that is obviously, Lara's 
been a very important franchise to us, 
and also to Sony, It's helped ship a lot 
of PlayStation units. And moving for¬ 
ward, I guess it makes a lot of sense 
to Sony and us to be working towards 
a next generation-type Lara. 

We have ideas. I 
can't go into specifics, 
but like I said 
before, I think 


people will gel a taste from playing 
Tomb Raider 4 as to the direction that 
the next generation will be able to 
offer them. 

PSM: A while back there were hints 
that at some point we might see 
Ura in a game other than Tomb 
Raider —Will that ever happen? 

AS; I think, again, that's a discussion 
for what we do with the next genera¬ 
tion, I think the problem that we'd 
have with that is, we've built Lara into 
such a strong character with her being 
a female adventuress, that if she sud¬ 
denly went car racing or something, it 
would be very out of character. So, l 
think those comments were based 
around what we were working on for 
the next generation. But I think the 
next generation will be something 
which people will relate to and will 
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know, and will be the next progres¬ 
sion in Lara's history. 

PSM: What's up with the Tomb 
Raider movie right now7 

AS; They're going along at about five 
million miles an hour. The script is 
done, a director been assigned, and 
casting is actually happening as we 
speak. We were hoping to have some 
announcements at E3, but unfortu¬ 
nately things weren't finalized. But 
we're now very, very dose. 
Paramount are putting an awful lot of 
work into it.. They have backed it as 
one of their top five priorities at the 
moment, and have put a lot of money 
behind it. They’re desperate to get a 
movie out, but it's got to be right. 

PSM: What's the earliest we might 
see this movie release? 

AS: I think you need to look towards 
the summer of next year, 

PSM: Are there any other surprises 
we can expect out of Lara? f've 
heard that there might be a new, 
ongoing comic book series.,, 

AS; Yeah, I'm not quite sure what 1 
can talk about with you on that. But 
yes, there is work. The Tomb 
Raider/Witchbiade crossover comics 



nave been top sellers. And then I think 
There'll be some other very big mar¬ 
keting ventures announced very soon 
as well. 

PSM; What do you think of Nell 
McAndrew (former Lara Croft 
model] posmg for Playboy? 

AS: Well, I haven't actually seen it. 
You're probably aware that we're not 
using Nel! anymore. We bad Nell for 
12 months, and in my opinion it was 
great. She was fantastic to work with. 
But she wanted to go on to do new 
things. So off she's gone and done 
Playboy. I mean, we were a little bit 
agitated about the use of Tomb Raider 
because it was said to Nell that she 
couldn't use that angle. Playboy 
agreed that they wouldn't do \i and 
now they've gone and done it. So who 
knows what will happen there? 

PSM: You've had sexy lara art 
before where she's nude behind a 
chair, or whatever Where do you 
draw the fine? If Playboy wanted to 
run pictures of the CG Lara naked, 
would that be out of the picture? 
AS; Yeah, totally out. I think we have 
to always err on the side of caution to 
protect her as a property. Based on 
the history and the character we've 
built for Lara, she wouldn't do it if she 
was really here in the flesh, I think it's 
more tantalizing to keep it the fine line 
that she treads sometimes. 

PSM: It's been a pretty fine fine, 
though. Some of the bikini things 
she's been done up in.*, 

AS: Yeah, they were. They didn't all 
have my blessing, but I went with the 
flow on some of them. 

PSM: Well, you know, Lara fans 
love the stuff, so whatever So once 
and for all, we'll never a nude code, 
right? 

AS: No, never 


PSM: You know, for every new 
Tomb Raider game that comes out, 
we must get at least a thousand 
pieces of mail for people dying to 
know the "Nude Code", 

AS: I know, I know. It'll be lots more 
for Tomb Raider 4, let me tell you. 
Because of some things we've done 
this time, there will be baziliions of let¬ 
ters for it. I can tell you no more till 
you've seen it. 


PSM: Uh-oh. So you're kind of pok¬ 
ing fun at it, then? 

AS: Oh, I'll tell you, it's going to be a 


nightmare. This is a real quandary 
whether or not we put this in or not. I 
mean, it's gone in, and it's actually a 
key part, this version of the character 
on Tomb Raider 4, And 
people are just gorng to go 
wild for it. 
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It s ape anarchy and it's up to you to stop their 
banana-fueled mayhem. You'll hunt down over 
200 unruly apes .you'll drive a Tank, steer a Remote 
Control Car, you'll even launch an aerial attack 
in a propeller-powered Skyflyer. You'll use 
plenty of anti-ape devices, like a primate-pun¬ 
ishing Stun Club, a simian Slingshot and Monkey 
Radar, Plus, it's the first and only 3D game that 
fully utilises the Dual Shock analog controller 
Prepare yourself, things are about to get hairy. 
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*Qr other official PlayStation brand or licensed controllers featuring the "Analog Control" icon. Analog mode only. May not function or performance may vary with 

Inc. ©1999 Sony Computer Entertainment Inc. No apes were harmed m the making of this advertisement As tor The truck driver, that s a differenl & ory 
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m PSM Release Schedule 


We've listed every upcoming 
PlayStation game we can think 
of. However, keep in mind that 
these dates often change. It's still 
fun to look forward, though! 



Your monthly look at the 
best-selling PlayStation games 


The EB 
Chart 

(For June} 

Good bvjcz among 
gamers shot this gome 
straight to the fop> 


With tots of different modes, beautiful graphics, smooth animation, 
tons of replay value, plus the chance to drive for the Mob, Otfweris 
a sure fire winner! It was the undisputed king of June. 


1 ► Driver 

2 Lunar: SSSC - RPG fans showed up for this m masse 1 

3 ► Star Ocean - Yet another big RPG this month 

4 Ape Escape - Easily Sony's best platformer ever 

5 Siphon Filter - Still going strong after all this time 

6 I IMBA Live '99 - Fans weren't turned off by short season. 

7 ► Bloody Roar 2 - Could BR3 be in the works? 

8 ► Fighter Maker - Bel lots of memory cards were sold, too 

9 Warzo n e 2100 - Sti II some s trategy fans out the re 

10 Street Fighter Alpha 3 - Best 2D fighter ever? 



NPD 

Chart 

{For Wlay/June) 

Sure Hie graphics are 
extremely aid- school Sega 
CD—thij. game still rocksl 


Each month NPD \a market research group) suiveys a host of retailers to find 
out which games are selling well Through May and the first part of June. 
RPG fans pushed Lunar, SSSC to the coveted number-Dne spot. 


1 ► Lunar: SSSC 

2 ► Ridge Racer Type 4 - Beautiful scenery, fast machines! 

3 * Syphon Fitter - Sniping never gets dull 

4 WWF WarZone - War is hell but it's fun, tod 

5 Triple Play 2000 - A rapid descent from last month 

6 NFS: High Stakes - This racer puts it on the line 

7 ► MLB 2000 ■ Hanging in, but on the slide 

8 > Bloody Roar 2 - Don't makE me angry! 

9 fc Namco Museum VoL 1 Golden oldies 

10 Namco Museum Vol 3 - Ah, sweet memories 




Release has changed since fast month, 

A brand-new addition to the list this month. 


3RD-QHAR1ER GAMES 


July 

9B9 Studios.,,.Football.NFL Extreme 2 

Acclaim.. .Action.A Week In South Park 

Crave Entertainment.RPG.. ....Jade Cocoon 

GT Interactive,.,,...._.flaring.—.Driver 

Sony CEA.....Action/Platform „........Tarzan 

THQ...Ad ion/Adventure.,.Knights of Carnage 


AGETEC. 

.Action. 

. ..Rising Zan 

Eidos. 

. Racing. 

.F-1 World Grand Prix 

Fidos 

Action. 

....Saboteur 

Eidos . 

....Action. 

Legacy of Kain; Soul Reaver 

FJectronic Arts. 

.. First-Person Shooter.. Modal of Honor 

Infog rarnes... 

Action/ Ad venture 

Mission impossible 

Kona mi. 

Action/Shootsr.. 

. Gingage 

Konami 

RPG..,. 

.,.Suikoden II 

LucasArts..,,. 

.flaring. 

.Star Wars Episode 1: Racer 

Lucas Arts,.,..., 

.Ad ion/Adventure 

. Star Wars: Phantom 

Midway . 

.Arcade Football 

.NFL Blitz "99 

Natsume.. 

..Fishing.... 

, Reel fishing 2 

THQ.. 

.Fishing/Sports 

BASS Masters Classic Ct 


August 



3 DO,.. 

.Gambling.. 

.Vegas Dreams 200(3 

989 Studios. 

.Racing. 

..Jet MotoS 

Acclaim. 

..Action... 

.Shadow Man 

Acclaim... 

.Fighting ... 

.WWF Attitude 

Electronic Arts...,.., 

.Rating. 

..Sled Storm 

Infnnimmp-s 

Racing 

.LeMans Racinq 




Kona ml 

Adion/Adv. 

.Scul of the Samurai 

Sony CEA 

flPG.. . . . 

.Grandia 

Sony CEA. 

..Action/S hooter. 

.Tiny Tank 

Square EA 

Racing. 

.Chocobo Racing 

THQ... 

.Fighting,,...... 

..Shao Lin 

Titus 

.Simulation. 

.. R.C. Stunt Copter 

September 



989 Studios, 

.Football. 

NCAA GemoBreaker 2000 

989 Studios. 

.....Football . . 

........ NFL GameDay 2DQ0 

Acclaim*. ... 

....Racing. 

. ..Re-Volt 

A5C Games.. 

.Racing. 

.Jeff Gordon XS Racing 

Bandai... 

.Fishing... 

.....Bass Rise 


.Survival Horror...... 

...Oino Crisis 

Eidos .... 

.Action . 

...liiban Chaos 

Electronic Arts. 

.Racinq 

......Hot Wheels 

GT Interactive 

. 3-D Platform. 


Havas Interactive,.. 

.Quiz. 

..You Don't Know Jack 

Konami.. 

.Strategy/RPG. 

.....Vandal Hearts If 

Midway. 

.Action. 

..Gauntlet Legends 30 

Mindsrepe 

.Action. 

. Rat Attack 

Psyqriosts. 

.G Police . 

.Action shooter 

Psygnosis....,,...... 

.. Advent ore/Plarform 

...Kingsley 

Pcvnnn^ 

, Racing... 

....Wipeout 3 




Psygnosis,,,.,.,-,..... 

.Action/Shooter G-PuLce Weapons Of Justice 

Rockstar. 

.Action / Platfoi m... 

. ... Earthworm Jim 3D 

Sony CEA . 

. Racing. 

.Gran Turismo 2 

Sony CEA 

,, Adion/Shooter. 

. Omega Boost 

Square EA. 

.RPG. 

.Final Fantasy Vlli 

Tecmo.. 

.Simulation. 

.Monster Rancher 2 


4TMOUARIIR GAMES 

October 

AIM.Ad ion/S hooter..„.. Da rkstone 

Bandai..,..„Mech Combat.Macro&s VFX-2 

Etdos...Action.Witchblade 

Fox Interactive....Achon/Shcolei .Die Hard Trilogy 2 

Hasbro.Board Game....Scrabble 

Hasbro..Classics...,. Pong 

Interptay.....Adventtrre .....Messiah 

Midway.Classics.AGH Atari Collection III 

Rockstar...Action/Racing.Grand The Ft Auto 2 

Square EA„,, . RPG. Final Fantasy Anthology 

Tecmc .Horse Racing .,.........Gallop Racer II 

Ubisoft ^.Action/Platform ...flayma n 2 

November 

9B9 Studios .Snowboarding. .Cool Boarders 4 

989 Studios....Basketba11 .NBA Shorn Out 2000 

9B9 Studios.Car Combat .Twisted Metal 4 

Activision..Car Combat ...Vigilante 12 

Ca pcom .....Surviva I Horror.... . Reside nt Evi I: Memesis 

Hasbro....Classics.Missile Command 

Hasbro,.,...,........Strategy.Worms: Armageddon 

Hasbro.Classics..Q-Bert 

Midway.Action....Jackie Chan's Stunt Master 

Midway... Action/Adventure.MK' Special Forces 

Midway.Basketball.NBA Showtime 

Midway..,...Boxing...Ready 2 Rumble Boxing 

Mmdscape.Strategy.Panzer General Assault 

Psygnosis...Formula 1 99‘ ..racing 

Namco... Platform..Pan-Man World 

Titus ... Action.. Superman 

December 

Sidhe Interactive.Shooter.... Dirty War 


DIHER 3RD QUARTER RElEAStS 


OTHER 4TH-QIIAIIIER RELEASES 



Accolade.. ..Racing/Combat.Demolition Racer 

Activision...Action/Adventure.Nightmare Creatures II 

Activision.........Classics . .Space Invaders 

Activision.,,.....Skateboarding..Tony Hawk's Pro Skater 

Activision.. , .flacing/Combat... Vigilante 8: Second Offense 

Activision.Fighting..Wu Tang 

Atlus .......Strategy/RPG Thousand Arms 


Acclaim. 

.Action. 

South Park: Chef's Love Shack 

Acclaim.,.,.. 

...Racing...,., 

... McGrath Super cross 2000 

Acclaim . 

.Flarinq.. . 

..South Park Rally 

Accolade. 

.Racing. 

.. Test Dove 6 

Accolade. 

.Racing ,, . 

..Test Drive Cycles 

Accolade . 

.Racing .... 

.Test Drive Off-Road 3 

Capcom. 

....Snowboarding 

.Trick 'N Snow boarder 


Gamewatch: 


At the very moment this is being written, three of our 
writers are crowed around a TV, arguing over who 
gets the next turn at this game. We can't wait for a 
final copy, and we think you'll be pretty happy to see 
one, to. Luckily, work on the game seems to be mov¬ 
ing along at a good pace, so we don't expect any 
delays to pop up between now and its early-October 
release date. Trust us r you'll warn to check it out! 
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Eicios..Adventure ..Fear Factor 

Eidos...Action..Fighting Force 2 

Electronic Arts .Action.J. Bond: Tomorrow Never Dies 

Electronic Arts.Fighting.Warpath- Jurassic Park 

Electronic Arts.Fighting.VVCVV Mayhem 

EI action i c Arts ... .Racing.Road Ra s h 2000 

989 Studios...Action/Arfventure „ Xena: Warrior Princess 

INIsrnco.Simulation.Ace Combat 3 Electrosp^eie 

Namco...Action/Adventure.....Dragon Valor 

Natsume....RPG..,..,.Lufia ILI: Ruins Chasers 

Psygnosis.,...Racing.....Formula 1 1999 

Psygnosis,,,.. .Arcade.TnT. locks And Treasures 

Sony CEA......... Racing..CTR: Crash Team Racing 

Sony CEA...Action/Platform ..SpyroThe Dragon 2 

South park.Action/Ad venture.Wild Wild West 


SOMETIME IN 1999 


AGETEC.Skateboarding.Airboardin' USA 

AGETEC.. Fishing...Bass Landing 

AGETEC.......,. Shooter.....Ft-Types Delta 

Electronic Arts..Hockey....NHL 2000 

Hasboro.....Platform.........Glover 

Interplay.......Action/Shooter....... MDK 2 

Rag=e. Shooter ............Expendable 

Sony CEA,........Party Game......,Um Jammer Lammy 

Take 2....Action ....Grand Theft AuLd; Land an 1909 

THQ.,...Action.... r .. Danger Gir I 

U bi soft...Act ion/Adven Eure...,.,.....Batman 

Ubi Soft .... Action/Platform Tonrc Trouble 


FIRST QIUIER 2000 


9andai..Aclion/Shooter. .Silent Bomber 

Ban dpi.Adventure...Cou ntdown: Va m pi res 

GT Interactive.....Action....Animorphs 

GT Interactive ....Shooter.,.Duke Nuken. Tims to Kill 

Psygnosis...Space Shooter..Colony Wars Red Sun 

Prognosis...Car Combat.Destruction Derby 3 

Psygnosis.......,. Racing.Motoc ross M adn ess 

Psygnosis...Racing.„.. Rpllcage Extreme 

Psyynusis.Action. .Team Buddies (formerly Leggitsl 

Square EA . . RPG...Chocobo's Mysterious Dungeon 2 

Square EA.,... RPG..Saga Frontier 2 


OEM QUARTER 2000 


Mindscape...Action/Piatform..Prince of Persia 3D 


10 BE ANNOUNCED 


TBD . „...Music Game ....Bust-A-Graove 2 

TBD.*.Racing....Superbike World Championship 

3DQ.RPG . ..Crusaders of Might and Magic 

Acclaim.....5 i mu I at ion....Construe tor 

Activision....Action....... Spiderman 

Ascii.......Sim/Adv,..Aqua Prophecy 

Baridai..**.. Action ......Action Man 

Ca pcom...Fi ghting.J oJo's B izarre Adve nture 

Capcom........Platform.........Mega Man Legends: Tran 

Capcom......Fighting. ...Rival Schools 2 

Capcom .,-,i»y v > ,. Action/Plataim .. .....Strider 2 

Electronic Arts.Adion/RPG.Dungeon Keeper 2 

Electronic Arts,......Racing...Moto Racer 3 

Electro Source..Action ... . Men In Black 

Fox Interactive .Action/Adventure . .. Planet of the Apes 

G ro I ie r I nteractive.... .Action .. , <w , .Asghan 

Grplier Interactive..Action..Virus 2Q0Q 

GT Interactive .Hunting . .. Deer Hunter 

GT Interactive ..First-Person Shooter.Unreal 

H asbro.... Action.......... *..Frogge r 2 

Hasbro .Action/Platform...„. r .Catdog 

Kona mi..... Ac (i prt/RPG.G anbare Gog men 

Lion head.......Strategy....Black And White 

LucasArts. .Adventure Indiana Jones/Infernal Machine 

MGM Interactive.Actmn/RPG .Maximum Gauge 

Playmates.Strategy /Action.Covert Wars 

Playmates.ActionTeenage Mutant Ninja Turtles 3-D 

Sony CEA...RPG..Dragon Quest VII 

Sony CEA.1st Person Shooter ....legion 

Square EA.. Shooter..Internal Section 

Square EA.RPG...Parasite Eve 2 

Square FA.Racing RPG ...Racing Lagoon 

Tecmo.Action."Ninja Gaidcn' game 

Titus. ...Action.....Blues Brothers2000 




Gamewatch: 

Only one word can accurately describe this game: 
BGOYAH! (Actually, maybe that's two words..,) 
Anyways, there's no two ways about it r this game is 
going to absolutely blow your doors off. It's got even 
more cars, more tracks, new features, and ail sorts of 
other good stuff. At E3 r all Sony would say about a 
release date was "Winter'', but now Sony has nan 
rowed the timeframe down to sometime in November, 
Racing fans, we shouldn't have to wait much longer! 





IT'S FINALLY HfREI {And like!/ to co n- 
some people's entire sodol lives once 
it's in their homes]* Square staff can 
count on mammoth bonuses this year. 
Look for us to have massive coverage 
of this game next month. 


The irresistible siren of third-person 
action games is back with a major 
overhaul including radical redesign 
in the gomepby and a whole slew of 
new tweaks. And who wouldn't wont 
Lara with tweaks? Sony though, there 
still is no nudle code, 


Everyone in the office has been check- 
I ing out the latest demo from those 
I scary folk aver at Capcom. This time, 
I those pesky flesh-eaters get a real 
' handle on the action—quite Uterdfy 
with the ability to pick Jill up and throw 
her mercilessly to the ground. 


A truckload af all-action training mis- 
sions moke no excellent complement to 
the original, Chris has been merrily 
blasting his way through the action for 
a whole week now. tf only Kona mi had 
given us U.5. gamers a ll the extras avail' 
able in the Japanese version*.. 


Be sure to got an the phone to your 
i local import store and experience 
I what the Japanese describe as r Gtan 
jf Turismo Power Up I' The myriad 
' options, new effects and different 
types of racing wilt raise the bar once 
again for racing sims. 


What craiy delights are in store far 
this sequel? Your guess is 05 good as 
ours, but we promise to let you in on 
the secrets just as soon as we know 
ourselves. Die, space scum! 


| Promising an unparalleled muAlri-play- 
1 er experience. Crash and bis buddies 
r may well outpace the competition 
with this one* Who needs Mario Kart, 
anyhow? Yeoh f okay, M#£ is still cool-** 


They couldn't make him any cuter, so 
instead well be seeing extra moves,, 
better environments and far more 
involving gameplay. This time around, 
the IHtle dragon will be presented with 
a different task on each stage whirl 
must be completed to get dear. 


i The first one was a sleeper hit, and the 
\ big change for the sequel is that it's 
entirely in 3D* Craxy, challenging puz- 
/ ties abound and the action will be 
' fash furious and as wacky weird as its 
predecessor. Of course, we here at P5M 
can't wait to dig ini 


Okay, okay—so it's not a game, but if 
this thing shows at the fall Tokyo 
Game Show, os expected, there will 
be NOTHING mare wanted than this* 
Until then* folks* slot 10 is the highest 
placing this baby^ gonna get. 
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CAgCOMl 


"h Resident Evn Made You Jump Out Of Your Si \t, 
rut n This Is Going To Maki Yol Hide In Your Closet 

Coming This September. Reserve Your Copy Today. 


CAPCOM 


PSM 


WWW.fAPCOM.COM 


CAPCOM CO . UU. 1399 ■ ' CAPCOM USA ALL RIGHTS KtStRVED. CAPCOM ana the CAPCOlY logo are registered liadercarks of CAPCOM CO. LTD. DiNQ CRISIS is a traueniai-; al CAPCOM CO LTD 1999 ALL RIGHTS RESERVED 
PlayStation and Lie PlayStation loqosare registeietl irademeuks of Sony Compete! Entertain mem Inc. The ratings icon is a internalk or the Interactive Digital Soft are Association. At! osher marks are the property of -heir respective owners 
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r,’- ; ] apan's CESA (Consumer Entertainment Software Association) is 

f -\ BmP in the gaming headlines again this month in the run-up to the 

/ \ hugely anticipated autumn Tokyo Game Show, As organizer of the 

/ | show, CESA is vigorously lobbying retailers, distributors and even the 

! general public (via ads in magazines) to attempt to a 
\ j curb the sale of used games which, they claim, /“B 11 

The companies comprising CESA claim * ,. m ® 1 
that only they can authorize the sale of secondhand J955SB mM ^ 

games., and with estimated losses running at around 25% of total soft¬ 
ware sales each year, it seems they may have a point, You can check out 
their site for yourself at; http://wwwxesa.ocjp/ v 


of D:no Cnsis from Capcom - no one makes a 
horror adventure like these guys, and the previ¬ 
ous success of the Biohazard (that's Resident 
Evil to you folks) practically guaran- 
* tees the game stellar sales. 


Eagerly Anticipated: Culture Publishers have 
the market cornered with a huge list of releases 
this month which should be snapped up pretty 
sharply by gamers over here. Rut the 
real biggie this month is the release s * / 


0 000 ^™ hardcore gaming fans! Boy, I fee! like 
l r m going crazy in this weather, We're breaking 
nto summer right now and today the temperature is 84 F 
and set to scar even higher. That may sound pretty good 
to you, but I haven't told you the worst bit: Japan has a 
sub-tropical climate and 
that means extreme 
:eveis of humidity to / 
go along with the sun. \ 

Right now it's about 
80% humidity - I've on I 1 
just stepped outside my \ M 

r"ier: a• id a rea■;iy 't skirt og. to wfl 
dream about long, icy-o^HEpR# 
showers to cool off. My 19nu Ow. 
brim has gone limp, • • ' ■ 

soaked and my chances for catch- 
mg the eye of all the kawaii office .:dB| 
girls shopping arou n d here today a re 
dropping fast. Taskete! Guess I'll ~'• 
just have to cheer mysefl up by going 
to see the Phantom Menace, which | 'jjM 
has just opened here in Japan. Can 
you believe that/ I've heard all about 
Jar Jai from my American otaku 
friends, of course, but hey, who cares -y 
a b o ut h n w i e n 1 e s t h e c c i c i o u s 

Queen Amidala to ogle at? So now the 
only obstacle between me and sci-fi ^ 

nirvana is a 15-minute ride on an 
express train packed to the rafters with hot, sweaty bod 
ies. Euuch! 


« Ace Combat; Eiettrosphere comes 
fifthly rcommencfed in Japan. 


m 6-ET ^ 
THOSE TRADE 1 
F£VERAWQH 
&UY6 


Hot For PlayStation: Japanese 
gaming folk have been keeping a 
secret from you, a secret so terrible Hi 
and yet exquisite at the same time, Hk 
you just have to forgive them. 

Culture Publishers may not have a 
high profile in the gamine industry R&J 
yet, but they're the guys responsi- 9 
bJe for the huge, but unsung sue- 9 
cess of the Simple 1500 series, so 
named because each title sells for an incredibly 
tow 1500 yen, approximately one fourth of the 
price of a regular game. But the series isn't 
cheap because it's poorly conceived or plays 
ba% or somehow lacks the essentials. It's 
cheap because the games are strictly no-frills 
versions of popular games. To give a shining 
example. Volume 10, The Billiards' only gives 
you one table to play on, the music can't be 
changed or stopped, and the only play modes 


HW are 8-ball, 9-ball or Rotation. But the 
physics on the bell are great, the 
CPU Al is fierce, and you can pull 
^^9 b| off almost any shot you can in real 
life. With new releases in July, the 
se n e s n o w iota I s 14 vo! u n: es, ra n g- 
ing from traditional board games 
such as Shogl Reversi and chess , 
through to pinball, rally driving and, in the four¬ 
teenth volume, classic revivals like Breakout. 
Terrible that this secret has been kept from you 
for so long, but exquisite if you can just get that 
import store to bring it to you without hiking the 
price up too much. The game of choice on the 
demo machines, however, is the lovely Ace 
Combat plastered with signs screaming 
‘OSUSUME! 11 , meaning 'Recommended! Buy 
this now! 


Ron Lussier's Dancing Baby creation 
has hit stores in Japan and shelves 
are stacked high with all the tat sur¬ 
rounding the hype. With the 
Blockbuster commercial running on 
looping video screens, retailers are 
hoping that Japanese shoppers will 
be attracted to this unique and totally 
bizarre creation. Now, I know 
Japanese tastes can be strange, but 
maybe not this strange! 

—Max Everingham 


Banzai Chibi-Chan, Otaku Supreme 


- Konami has announced two new titles to augment 
its expansive lineup of music-based games: the 
Beatmania-for-kids Pop J n music 2 and the oddly-named 
Goo Goo Soundy! Whether they'll make it over here or 
not is another thing. 


A Tha* damn dancing baby seems to be every where nowadays. Now he's 
(she's?) got his own videogame,,. 


► Excalibur, 
where are 
you when I 
need you? 


According to Square, Chrono Cross is the official 
name for Chrono Trigger 2 r but there's still no news of a 
US release. So this is your itnerary, folks: first, the the 
import store to p?ck the game up, second to the bookstore 
for your Jaoanese-English dictionary. 


ell. Dragon Valor may only be 50% complete at the 
4 - - moment but this dragon-ousting escapade is looking 
pretty fearsome. When the game ships, it'll come on 2 CDs , sug¬ 
gesting plenty of fiery action to go a round . 


Banzai Chibi-Chan illustrations by Robert DeJesus 
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at press time] 


1. Persona 2, Innocent Sin 
(Attus) 


2. Saru Get You 

iscen 

3, Grandia (Game Arts/ESP I 



4, Justice School (Capcom) 


5. Fire Pro Wrestling (Human) 


a 



6, Metal Gear Solid Integral 
(Konami) 

7. Pachislo Perfect 
(Nihon Sysconj 

8- l a nee Dance Revolution 
(Koiiami} 

9. UFO (Ascii) 

10/; mdemo Crisis 
(Tokmna Books! 

=--• Source The PlayStation 



*=» 




: Life without fast cars is no life at all. 


f 5EPTEIYIBEP JflPflNESE^ 

Kei€fl5E5 

DATE TITLE PUBLISHER GENRE 


GRAN TURISMO 2 

Car mania is as big in Japan 
as it is with you Americans, 
so the pick this month just 
HAS to be Gran Turismo 2 Man, 
i didn't think they could make the 
game any better, but with weath¬ 


0/5 

To You the Crown 4... ... 

..Artdink.. 

....SIM 

9/2.... 

....Bishf Bash! Special .. 

..Konami... 

....ACT 

9/9.... 

....Nobunaga's Ambition ... 

..Koei . . 

. SLG 


Beatmania Append 4th Mix. 

..Konami ........ 

....SLG 

9/15 . 

.DragonQuest Torunecos Adventure 2. 

..(Chunsoft/ Enix). 

..RPG 

9/22.. 

Dusky Road Exploration Team .. 

..Spike. 

....ADV 

9/30. 

...Light Island ...... 

..Affect. 

...AADV 

First half of September 




Neo Atlas 2... . ^....... .. 

..Artdink. 

....SLG 


Lake Masters Pm .... 

.Dass . 

...SPT 

Second half of September 




Monster Collection.. ....... 

..Kadokawa Shoten. 

....RPG 


Derby Stallion ‘99 ..... . 

ASCII. 

....SLG 


Digital Glider Airman. 

..ASK. 

-,..SLG 


Space Mobility' VANARK. 

..Asmsk Entertainment . 

....ADV 


Forest Kingdom . 

.Asmik Entertainment 

,„.S-RPG 


Pixy Garden - Initial Limited Version. 

..(Escott)..... 

....SLG 


Pixy Garden . .. _ , . 

. Escott..... 

.SLG 


FIFA 99 w/ the Japan National Team.. 

.TEA/ Square). 

.„SFT 


Super Chinese Fighter DX... 

..Culture Brain. 

...ACT 


Memories Off.. 

..Kidd... 

....ADV 


Gran Turismo 2 ... 

..SCEI. 

....RAC 


Ip 


IN 

FAN 


|—| rthur S. Golden seems 
^ ^ to be riding high on both 
sides of the Pacific ocean this 
month, with his controversial 
book, 'Memoirs of a Geisha : A 
Novel'. Despite the disclaimer 
inherent in the title, Golden drew 
heavily on his conferences with a 
real-life geisha named Mineko 
Iwasaki tor much of the factual 
content. So for a fascinating 
insight into Japanese culture of 
yesteryear, 
take a look 
at this. 


er and daylight effects, jogcon sup¬ 
port, the off-road acton, more cars, 
more options, more everything, l J m 
getting my reservation in right now! 
Come release day, the lines in 
Akihabara are going to stretch way 
back over the horizon! 


Geisha, inci¬ 
dentally, 
means 
'artist', or 
'performer'. 


tto ESI 

mm** 
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IHMIWAPM 


OH MY GOD! IT S COMING RIGHT AT YOU! 

SOUTH PARK IS HEADING TO THE PLAYSTATION GAME CONSOLE!® WERE TALKING ABOUT BIG EVIL 
CLONES, KILLER COMETS, PROBING ALIENS -- AND ONE INCREDIBLY FAT A**! IT'S UP TO YOU 
TO KEEP SOUTH PARK SAFE FOR CHEF MR. GARRISON, MR. HANKEY AND THE REST OF THE TOWN. 



WARNING 

This game is 

recommended for mature 
audiences only. It contains 
adult language andl content. 
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Dozens of sweet environments without 
any lame, tree-hugging hippies! 


He's not Fat- 
He's 3-DiitiensinnaJ! 


With this new Cow-Launcher, people will 
realty respect your AUTHORI-TAH! 


HOWDY HO your way through 
mega multi-player action! 


Way Station 


www.acclaim.net 


Tffil A © 1^9 CiMneily ibhUhL All RrijiiSs ReserM i;pj GO t, © 1999 Acdirini Eoieiiaininen i In t All Rights flpsmvml PlaySlstiDi arid the Pia ySLairon Inyns ire teg j^tered lia lift mm Is nf Sony CatTipuler Entauaimiirni Inc 


















LOS ANGELIS 
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YOU ARE THE DIFFERENCE BETWEEN THE 
BIG HOUSE AND A BIG HOUSE IN MALIBU. 


YOU ARE THE DIFFERENCE BETWEEN 500 G'S AND 
10-15 IN MAXIMUM SECURITY. 


YOU ARE THE FASTEST DRIVER IN THE ENTIRE 
CRIMINAL COMMUNITY. 


Getaway through real pedestrians, 
traffic signals, traffic ^and copsf 


Film your own classic 70 p s car chase 
using incredible Director-Mode 


No tracks. Just 4 sprawling urban 
downtowns from NY to San Fran. 


Surveillance. Tailing. Deliveries. 
Heists. And serious 7D’s muscle cars 


YOU ARE THE 


D*tv-er rM (iT IritEii acton? SnllwFirt! flnrp. All Rights ftusiOrvEU Created by 

ftclleeirans interactive Limited, a GT Interactive Software Corp studio Published & 
distributed by GT Enleractivt Software iGdrp RatlsHillOfla and I hi: H«ftflCtlona lOCjb are 
tratltiiiSEifhti til Reflections Inieracuve Limited GT is n trademark and (tie GT iijgo is a 
rmnsierecr trarfamsrh nf GT Inter active Soitwarti Cotp PlayStation and the PlayStation 
logos fire registered trademarks of Sony Computer Entertainment Inc. All oilier trade:- 
marks Sre the 'imperty ill llioir ffespwcjlve companies. 


GT Interactive 
Software 




PC 

CD 

PlayStation 


ROM 
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rhe most honEsr, dependable, unbiased 
playsrarian reviews on The planet—period 


Yes, the PlayStation is incredible—but that 
doesn't mean all of its games are going to 
knock your socks off. Our reviews give you 
the total breakdown on all the latest titles, 
so you know when to buy and when to cry. 



G-RIY1E5 -R-EVIEWED 

This IYIonth S 


Chess Master 2 _ «... . pg. 42 

Driver ,,. . ,.- pg. 43 

Echo Night, .. pg. 44 

Konami's Eighties Collection ___ pg, 42 

NFL Xtreme 2 ..... .. pg. 45 

Rising Zan: Samurai Gunman _... pg. 44 

Tarzan .. pg, 48 

Um Jammer Lammy . .. pg. 46 

You Don't Know Jack .;. pg. 46 


S-REA-KING IT ALL DOWN' F5fY1 STYLE 



This is fhe 
Gome 

Summary. IKi 
land of like 
"Cliffs 
Notes" for 
all you lacy 
types who 
won't read 
the whole 
review. 



With our Replay Chart, you can see the potential lifespan of a game at 
a glance! Some games are great fon at first but quickly wear thin, 
These are the categories that we think are most Others are tough to get into, hut really take off if you stick with 'em. A 

important when rating a game. Each is rated on 5 means that you wi be playing it non-stop, while a 1 means its prac- 

a stale ham T to S, titally in the closet. 


The P5IY1 Hating Scale 

e here at PSM want you to know that we take 
k*-* our reviews very seriously. Just like you, 
we've been burnt before by bad games (and these 
days, ;t ain't so easy to get the store to take 'em 
back!). So when we sit down to review a new title, 
we look at it like this: if we had just shelled out fifty 
or so hard-earned bucks for the game, now satisfied 
would we be? 

To summarize a game's overall worth, we use the 
traditional"'five-star" ratings scale. If we give a game a 
full five stars, it's our guarantee that you can't go wrong 
with it, so go out there and pick it up! 


LUhat the RATINGS mE an! 



A PlayStation classic that no fan should bo without 
A can't-miss game, no matter who you are! 


A really well-done game. If you rs a fan of the genre, 
you should definitely check this one out 


A pretty good game, tt has its share of rough spots, 
hut it has some redeeming qualities, as well. 



Maybe worth a quick look if you're a diehard fan 
of the genre or license, otherwise, don't bother. 


Don't even make eye-contact with this one— 
its not worth one second of your time, 







hese are our ratings for 
some of the games released 
ever the past several months. 
Check 'em out for any titles you 
may have missed! 


Abe's Exoddus GGQG 
Akuji OOOO 

Alexi Lalas Soccer 001/2 
Ape Escape 00000 
Army Men 3D QQG 

Bass Rise GOG 1/2 
Big Air Snowboarding 01/2 
Bomberman Race 000 1/2 
Bugs Bunny: Time 0001/2 
B ust-A-G roove OOOO 1 12 
Bu;st-A-Move '99 OOOO 
Castro! Superbike 001/2 

Centipede OOO 
Chocobo Racing OOO 
Civilization 2 OOOO 1/2 


Contender 0 i/2 
Cool Boarders 3 OOOO 
Croc 2 00001/2 
Darkstaikers 3 OOOO 
Freestyle Board in '99 O 1/2 
GTA: London 1969 OOO 
Guardian's Crusade OOOO 
High Heat B-ball 2000 OOO 
Jade Cocoon OOOO 
K-1 Revenge O© 1 !2 
Legend of Legaia OOO 1/2 
LunanSSSC 00001/2 
Marvel Superheroes vs. 

Street Fighter OOO 1/2 
MediEvjl OOO 
Monaco G.P. 00001/2 

NASCAR '99 001/2 
NBA In The Zone '99 OOO 
NCAA Final Four OOO 1/2 
NCAAGameBreaker '99 OOO0 1/2 
NCAA March Mad ’99 OOO 1/2 
NFl GameDay '99 00000 
NFS: High Stakes OOOO 
Point Blank 2 OOO 
R-Type Delta OOOO 


R4: Ridge Racer 

Type Four OOOOO 
Rampage 2: Universal Tour OG 
Rogue Trip 0001/2 
Rollcage OOOO 1/2 
Rushdown 01/2 
Shadow Madness OO0 1/2 
Silent Hill OOOO 1/2 
Sports Car G T 001/2 
Spyro the Dragon OOOO 
Street Fighter 2 Collection OOOO 
Street Fighter Alpha 3 OOOOO 
Street SkSer OOOO 
Syphon Filter OOOO 
T'ai Fu OOO 1/2 
Tales of Destiny OOOO 
Tenchu 00001/2 
The Next Tetris 0001/2 

T.R.A.G. OOO 

Tripie Pfay 2000 OOOOO 
Twisted Metal 3 OO 
Ultimate 8 Ball OOO 1/2 
Unholy War, The OOOO 
Warzone 2100 OOO 
WWF Warzone OOOO 
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Chessmaster II 



TDNS MORE OPTIONS THAN THE GAME REALLY NEEDS! 

hen the creator of the game of chess showed his invention to the ruler of 
India, the king was so delighted that he offered the inventor anything he 
wanted for a reward. The clever gamer asked for one rupee on the first square of 
the chessboard, two on the second, four on the next, etc. The king started to grant 
This request and soon realized that it would take all the money in the world to fulfill! 
So how much does this stony' have to do with Chessmaster II? Not a bit, actually, 
and that's exactly how useful a lot of the options included in this game are. 

The gameplay itself is, well, chess and Chessmaster II is quite good at the game, 
especially at the higher A! levels, although sometimes the wait between moves can 
be frustrating. You can play in single, head to head or autopiay mode and the game 
includes teaching and game analysis modes. The game's control is intuitive. 

Where Chessmaster II seems to go a bit overboard are in its options, most of 
which are graphical in nature. You can choose from 24 different chess sets, both 2D 
and 3D, ranging from simple lettered squares to a futuristic fantasy set You can 
design the board and its borders and backgrounds. The music features seven New 
Age-type compositions, as well as a voiceover that tells you which square you Ye on. 
Now let's get to the "busy" part,,. 




You can choose from 64 human-like person¬ 
alities, all of whom have a backstory, just like 
in fighting games. Some of these are a real 
hoot! There are also 30 Grandmaster per¬ 
sonalities. who kind of resemble 
Rasputin. While some players may like 

the ides of knowing that their opponent is 
a lumberjack who likes to play chess for 
beer in the local tavern until he gets 
smashed and ends up in the sack with the 
local tavern wench, most folks who play 
chess seriously won't give a damn. 

If you're looking for a tough game of chess, this 
is the game to get. If you're looking for a tough futumtk fantasy chess set. ’ 
game of chess with lots of extra fluff, well... this is ,s thatfhm9 w,th 

also the game to get. -———--— 



Kanami Eighties Collection 

KONAMI COMPILATION IS KINDA COOL 


m onaml used to be the king of the arcades. Way back when, a new Konami 
game in the arcades meant fun all the way. And back then, when arcades 
were HUGE. Konami used to release a new game just about every other day, Arcade 
purists might tell you that Kona mi's heyday was the Conira/Gradius period, but pe r - 
sonally I think it was before that—we're talking Super Cobra, Circus Charlie—a nd 
that's exactly what this new compilation is ail about. 

Scramble and Super Cobra are pretty much the same game, the archetype 
scrolling shooters, bast rockets and bomb turrets and fue ; tanks, Super Cobra is fast 
and more colorful and certainly more challenging. Time Pilot and Gyruss are also 






RotN Rope h a mod old 
classic that requires more 
patience than skill. 


5 ; 

|t-2i 

PUBLISHER 


classic shooters—Time Pilot, a scrolling blaster set ir five time periods, ana Gyruss , 
a Tempest-inspired space shooter. 

YieArKung Fu ana Shaoiin's Road have a similar feel, fast-paced martial arts, but 
where YieArKung Fu could be considered a primitive Street Fighter type, Shaoiin's 
Road adds platforms and dozens of bad guys to the mix, but both are equally fun 

Roc ' N Rope and Pooyan are also similar, the former being a weirdo climbing 
game where the object is always to reach the top of the screen using ropes. The lat¬ 
ter is beyonc bizarre. You're a pig in a basket fighting off wolves in a balloon. It might 
have made sense in the eighties—who knows? 

Circus Charlie is kind of like Track and Field if all the athletes were clowns. Finally, 
there's Road Fighter, which is best described as Spy Hunter with all the fun cits 
removed. It's the weakest of the bunch. All n all, the compilation is a fun look back 
; n time, and every bit as good as some of the Namco collections. 


































































This big gas 
guzzling '70s bad 
sled probably nets 
about five miles lo tfie 
gallon, QucH! 


m w 

PUBLISHER 


fiT Interactive 


TYPE Of 6Aii 


Driving/Action 


the cool 

Pursuit mini-game set in Mia min Whafi really 
a maxing is that with six cops on your tail., plus 
traffic, there is no slowdown. They are so 
smart end aggressive, they 11 set up road 
blocks. 


H-H 


Driver 
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http!//uuuiuj«F5 rflID NL1 NEiCCirrt 


Pulling off donuts in the middle of the 
streets of New York will definitely get you 
some attention as the cops enforce real laws. 
If you don't speed or run any lights or drive 
recklessly, you won't get pulled over. 


I St noun 


1ST MONTH 


2ND MONTH 


GAME ★ 

(SO ANWHFHE IN KmBUCTOC OF REAL CITIES 
Being chased by the cops is incredibly fun 
Top hitch controls anu physics 


SUMMARY 

Muse min hue mm »nv Mm we've 
eves rural 

Direct vour own repim 


THIS GAME IS SDDDDD GOOD! 


As you bosh around trying 
to escape the fun, dents will 
appear in your car's body and 
your engine will begin to 
smoke. Check out the authentic 
street car in San Francisco— 
there are cable cars as well! 


is the Director's mode where you can direct the replay of your last mission, with con¬ 
trol over everything from camera placement to the amount of zoom used in a shot. 

There are some minor areas of slight annoyance—the biggest being the imper¬ 
fect traffic Al, which doesn't always pay attention to the signals and traffic laws. Also 
there seems to be a double yellow line on every street and it doesn't mean a thing 
m the game, but these are only little gripes that really don't have any bearing an how 
much fun this game really is. Driver is a resounding success, 


his is a huge game, not just in hype, size and replay value, but in technical 
achievement as well. In fact, there are so many cool things to taik about 
we couldn't possibly comment on everything in the space provided, but here's the 
rundown on the major points. 

All the action rakes place behind the wheel of various 70s gas guzzlers on the 
roads of four major US cities, including Miami, San Francisco, L.A. and New York. 
Each is reasonably faithful to the real thing, with the most accurate streets and land¬ 
marks covering miles of sprawling neighborhoods, and the cool thing rs you can go 
anywhere 1 It gets better, though. There are lots of unmarked alleyways, shortcuts, 
parks and ever, garages to drive through The environments are excellent, but the 
control and physics that allow you to terrorize the streets with your car are excel¬ 
lent. This area of the game was actually expected to be killer from the beginning, 
since the game was developed by the Destruction Derby Team from Reflections, 
but we Ye happy to report than control is better than expected, with things tuned 
perfectly foi driving like a maniac. 

The main game called Undercover has you playing an undercover cop who infil¬ 
trates a nation-wide gang as their main driver for various criminal activities. This is 
the perfect excuse to get to play the bad guy without the moral dilemma and plays 
out exactly like so many of those 70s car chase action flicks. Many of the individ¬ 
ual missions subtly recreate famous car chase situations from a range of movies 
and TV. The dialog is pretty funny, with tons of "jive talk", although the poorly ani¬ 
mated CG ciitscenes are a disappointment. Since you can literally drive anywhere 
and the appearance of police is randomized, you can play a single mission hundreds 
of times and each time it will be different. To add even more life to the story mode, 
there are several points where you are given choices of missions to accept, each 
leading down its own separate branch. 

What is here is enough to make you feel that you've easily gotten your money's 
worth, but the Undercover story mode is only half the game. There are loads of 
other fun modes to play, including a training mode where you can practice your skills 
and perfect the maneuvers needed to pass the initial interview for gening your first 
job in the Undercover mode. There are also a group of driving games to become 
addicted to, including a Pursuit mode where you get to do the chasing, a Getaway 
game, Cross town checkpoint with a time I mit, Trail Blazer, where you have to fol¬ 
low a specific route within a time limit and 
Survival, which puts you against at least a half 
dozen veteran cops bent on taking you out. 

There is also a desert area for you to 
get crazy in the dirt There 
are also four time trial 
courses to play 
around with. 

Lastly, there 


No f ft's not a 
Mustang, but Ft plays 
one in Driver* 
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S GETEC is trying out new territory with its latest game, a Western action 
title with a lot of the East thrown in for good measure, You take on the role 
of Zan, a western hero who has returned from Japan with the knowledge and heart 
of the Samurai warrior With his trusty six-shooter and sword in hand, he vows to rid 
the land of evil. 

As the title eludes to, most of Rising Zan is spent shooting, slicing and dicing 
Ninja, but there are numerous levels where you are challenged to do other things. 
There's the gratuitous mine cart level, several Parappa "punch this button combina¬ 
tion" moments, along with many other mini-games. These are great, because they 
break up the straight and mindless action sequences; something that most other 
action titles fail to do. This keeps Zan continuously fresh and exciting because you 
are never sure what is going to happen next. 


Most puzzles remain cryptic, 
but will keep you trying again 
and again in order to save the 
souls trapped within Echo 
Night. Man, this is weird... 


S GETEC entered the horror genre with its cult classic, Clock Tower, during 
the first initial years of the PlayStation's existence. Using a Semple point- 
and-dick interface and a strong story* in e, Clock Tower showed gamers another side 
to the "survival horror" genre that Capcom had begun with Resident Evil. 

With the release of Echo Night, AGETEC returns to the dark side and shows that 
not every horror game needs to rely on zombies and action in order to scare gamers. 
A first-person adventure, Echo Night begins by placing you in the role of Richard 
Osbourne, a curious, but kind young man. Your estranged father's home has sud¬ 
denly been razed and the police have asked you to come and answer some ,/J 
questions about him. During your visit, you discover a portal that warps j 
you to various events in the past and eventually you find yourself trapped / j 
on a luxury cruise liner that had disappeared in the early 1900's, / 

From then on, you must solve the mystery of the ship's disappear- / 
a nee, as well as find out what has happened to your father To do so, j * * 

you're responsible for saving the wandering souls from limbo, while V ^ ; 

battling the demons that have trapped them there. It's an excellent mix 
of complex puzzle-solving ana subtle action segments that never ceases to chal¬ 
lenge. Both intelligent and well paced, the atmosphere of dread and mystery never 
lets up, pulling gamers deep within a strange world full of flashbacks and danger 
But as great as the gameplay is, the actual mechanics within the game remain 
cumbersome at times. While From and AGETEC attempt to remedy the problem by 
adding n a crouch feature and giving players a choice as to the pace of the charac¬ 
ter onscreen, the action sometimes seems stilted Even the rough polygonal world 
appears incredibly outdated and pixelly m comparison to some of PlayStation's more 
recent wonders. 

But for those with a penchant for the darker side of gaming and a nose for 
sleuthing out mysteries by the handful. Echo Night never fails to please and chal¬ 
lenge. An intelligent adventure from start to finish, there's enough variety and 
atmosphere to keep you guessing {and playing) until the end. 


Zan gels attacked by straw 
dummies in one of the earlier 
training missions 


If there was anything we would have wanted improved, it 
would probably have to be the camera and the slightly 
sluggish manner in which Zan reacts to your commands. Every 
so often, you have io maneuver against the camera in order to 
get a decent view of what's going on. And, on and off, you 
w have to fight with the controls in order to make Zan to do 
\ what you want. 

Despite its control problems and sometimes 
annoying camera, Rising Zan still manages to be 
immensely fun and addictive. Perhaps it's the low-key 
■WL humor or the downright zaniness of the characters, The 
ft game just doesn't treat itself very seriously and, 
% because of that, manages to charm you ;n a big way. We 
ftj can't think of a more hilarious or enjoyable action game 
ll that we've played in the past few months. 

With a huge handgun arrd a way too big sward, Ion is set to 
11 take on anything the Old West can throw at him- 


i 


AGETEC 


From Software 


Survival/Horror 


AGETEC 


Action 


ISfHOUli 1ST DAf 


15TWEFK SMDWtt*; 


1ST MONTH 


MONTS! 


1ST WEEK 


Several differed mum elements help to 
mm UP THE OQN 

■ In-game kumdr and kirange charaeier designs 


v Controlling your movement dn screen m m 

TIMES BE PLODDING M Slim 
▼ UcmiSJER GRftPHCS SEIM very mmm, blu 


A D& MYSTERY ANQ WELL-TOD PLOT REALLY DRAWS 
PLAYERS H 

Sem very intelugemt rezles that require real 


Echo Night 


Rising Zan: The Samurai Gunman 
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SOME LIKE IT HOTTER 


89 Studios is blazing back into 
Blitz territory with NFL Xtreme 
2, but are all the hoped-for improve¬ 
ments in place, or has it missed its foot¬ 
ing again and landed with its face in the 
dirt? Well, Xtreme 2 certainly presents a 
long list of enhancements, which nei¬ 
ther its predecessor nor the competi¬ 
tion's efforts can boast, but with the 
exception of the create-a-player option, 
most of these are cosmetic and do little 
to make the gameplay stand out There 
are real-life taunts at the end of a play, 
for instance, and these do work really 
well, giving a nice play a realty satisfying 
finish (which, incidentally, Blitz lacks]. 

Other tweaks are less successful, 
though. In play, players lack fluidity and 
new celebrations seem divorced from 
the feel of the game and are missing 
any kind of pizzazz. Using the faces of 
real players may appeal to hardcore 
fans, but the central question with a 
game like this is, "how does it play?" 

There are five piayers on field (Blitz 
has 6), suggesting a very arcade-style 
game, but when throwing the ball, you 


have to keep a close eye on where your 
guys are, and it's not quite the point- 
and-shoot of Blitz. Rather than just aim 
downfield, you're asked to bring up the 
icons of the eligible receivers, ala 
Gameday ; before you throw. 
Admittedly, selecting the qufck start 
controls means you can press any but¬ 
ton to hit a receiver, but why not keep it 
simple with one control system? 

One great inclusion, however, is the 
Create-a-Player option. The interface is 
text-only and! the absence of a graphic 
representation of your creation is a 
shame, but nothing puts you in the thick 
of the action quicker than building the 
man yourself. These games are all 
about fun, so more moves, texture- 
mapped faces and the terrific post-play 
taunts are likefy to be lapped up by fans 
of the genre. Then there J s the boost to 
a smooth 3Gfps. But somehow none of 
this really gels together, and you're left 
with a game which tries very hard, but 
ultimatey fails, to deliver the promised 
level of excitement. Come on, Xtreme, 
make up your mind. 




The football takes on impressive 
proportions—or is fhot a watermelon? 


Tills seems like a 
good moment far one 
of those taunts that 
will cast you $5000 
and get you ejected 
from the gome. 


Taking off your 
helmet to celebrate is 
another costly mis¬ 
take, but it r s only a 
game, so go ahead! 


Both offen¬ 
sive ond defensive playboodks are 
full of innovative tactics and gambits. 
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SOUND 
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INNOVATION 
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GAME ★ SUMMARY 

DtiHE-HUYER OPTW MAKE THE EXPERIENCE v GRAPHICS ARE POOR AMO WAY BEHNO THE CURVE 

MORE IMMERSIVE IDENITTY CRISIS: SIM OR ARCADE? 

TfllMTS FROM REAL PLAYERS ENHANCES ATMOSPHERE LACKS INNOVATION AND ORIGINALITY 
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You Don't Know Jack 

I 


Cal i Spwak to thr Apr tj g ( j 

JV Who's m Charge 7 

Say the world of cartoon ape 
Manilla Gorilla 7 " were set up 
according to the social structure on 
the Planet of the Apes" 1 . Because 
he's a gorilla, what job would he 
MOST LIKELY have? 


|fl J ggagfjl in I hr JucjI m ill U*| 

□ a clerk at Mr. Peebles 1 pet store 
Othe mayor of his town 
X tracher to thr liltlr giiU Occe 


& 
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PUfiliS HER 


Berkeley Systems 


DEVELOPER 


JeHyvision 


TYPE DF GAME 


< A rypkally complicated ques¬ 
tion where the answer is often 
easier than you think. 


HERE'S A PLAYSTATION GAME FOR YOUR FOLKS 

ith sequels and add-on disks galore available. You Don't Know Jack 
has been a smash hit on PCs for years. It's basically a TV game show 
for up to tnree olayers with trivia questions operating on a quick-fire buzzer princi¬ 
ple. There are some subtly different bonus games, but basically it's Trivial Pursuit 
on maximum overdrive. Speed, brains and a penchant for tricky language are 
the requirements here. 

The bad news first: This game is full priced at a shade under forty bucks-as a 
budget title it would have gotten an easy five stars. It's also tough and obscure 
enough to make it impossible for younger piayers-m fact this one is really only suit- 
able for adults, Hot only are some of the questions kind of racy, but the subject mat¬ 
ter might include questions about sixties politicians or obscure funk bands. 

The good news, however, more than makes up for the bad. With a smart (but 


simple) graphics interface and loading speeds that should make other game oub- 
lishers take note, You Don't Know Jack is one of the slickest pieces of software 
around-it even supports Dual Shock in a very innovative way, 

Up to three players can play at once (if there are more of you, you just split into 
teams) and as a party quiz game, this is without equal. The PC version suffered 
because you couldn't just sit around on a couch to play it with your pals-naturally, 
tbet r $ not a problem here. 

With funny voice-overs, taxing questions and two disks contacting 1400 differ¬ 
ent rounds, there's plenty of quiz-related fun for most of the family. A brilliantly inno¬ 
vative game that actually works better on PlayStation than it did on PC (you had to 
type some answers on the original}, this title truly expands what's possible on your 
Console. Brilliant, 




Bene able to play as Parana is way am 
High oiftkulty level may pin off nuvice players 
Borgs are not as catchy as Parapba’s 


Multiplayer modes gives the game a ldmg lasting 
appeal 

Storyline is amazingly bizarre and numerous 


Um Jammer Lammy 

PLAYING A GUITAR IS A LOT HAROER THAN RAPPING 


ighly regarded as one of the most innovative titles on the 
PlayStation, Parappa the Rapper single-handedly pio¬ 
neered the music game genre. Following in its footsteps 
comes Lammy, a guitar-slinging lamb who's a member 
of the all-girl band, Milkcan. Her game, Um Jammer 
Lammy , is not a true sequel to Parappa, but rather a 
side story that features a lot of the same characters. 

Um Jammer Lammy doesn't stray much from the 
"Simon Says " style of gameplay made famous by 
Parappa (you have to punch in a sequence of commands 
listed onscreen in a specific rhythm), but it does throw in a 
few new features. By using the LI and L2 buttons, players can change 
the pitch of the guitar rifts, allowing for a little more creativity. Also, as 
you progress through the game, you are awarded with different effects 


Sony CEA 


Sony Music 


TYPE OF GAME 


RE AK 
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4 Here's Lammy shredding on 
her axe. We hear she also 
ploys the guitar at times... 


such as distortion, reverb and wahwah, which can be used by hitting the 
select button. As such, Lammy provides a lot more musical "free¬ 
dom'' than Parappa ever did. 

Where Lammy doesn't surpass Parappa is in the difficulty 
level and tne fact that the songs aren't as catchy. Parappa was dif 
ficult, there's no arguing that However, Lammy is more so, with 
several songs that don't really adhere to any sensible 
rhythm or pattern. Even with practice, a few of the lev¬ 
els can boil down to luck rather than any skill or precise 
timing. Also, most of the songs just don't stick in your 
mind like the now-classic Parappa numbers. 

It Is because of these minor nit picks that we give Lammy a 
slightly lower score than Parappa , However, we do feel that Lammy is a 
better game overall. The addition of multiplayer co-op and versus mooes, along 
with the hidden presence of Parappa himself, gives the game a longer lasting 
appeal. And considering how innovative Parappa the Rapper was when it first got 
released, we are pleasantly surprised to see that this follow-up is just as good. 


















































Just hke in rent horse rosing, no two races are a/ike: 
race outcomes are determined by racetrack, conditions, pack and 
luck. A great party game for players and spectators alike, you can 
be the jockey, or select watch mode, and be a spectator. As the 
fockey, you decide when to ho/dback, move inside, move outside 
and go for the lead - horses even change lanes, get bumped, get 
blocked and lose ground on curves. The winners are put out to stud, 
and the losers, put out to pasture. 

2 POWER RtODE: Race against a friend in 
neck and neck competitions 

■ I 1 14BU+ thoroughbred racing machines 

27 different racetracks 

JlB SERSOn WORE: Create poor a wn jockey and 
ifw breed a stable af champions 

imhm Instant replay 

aiRtm Unlock Secret tracks, horses, titles, and mare 


MhL 
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Jumping skills are certainly 
mandatory for the Tarzan, Lord 
of the Jungle. 


r Tancon catches lh& express vine across the jungle. He% late for a dote with Jane, 


Tarxan can either throw fruit at his enemies or attack them with a knife. 


D ssuals are one thing that Disney does well A quick look at any Disney movie 
reveals some fine animation work, A quick, look at Tarzan reveals the same. 
Like previous Disney Interactive efforts, Hercules and A Bug's Life , Tarzan follows 
the storyline of the movie very closely. Movie footage is interspersed throughout the 
game, making the connection even tighten 

Levels are set up to follow events that occur in the film. For example, one of the 
early levels has young Tarzan on, a quest for an elephant's hair. The level starts by 
showing a film clip and then it switches to the action. Most of the levels are tradi¬ 
tional platform fare, but there is some variety, Some level sections have Tarzan "surf¬ 
ing" down the branches while another level has him running from an elephant stam¬ 
pede. The inclusion of different level types prevents Tarzan from feeling like the 
same game throughout. 

Gameplay is well executed with 
fluid control and branching level 
design. Playing off the jungle 
'^jL theme, the developers have 
^B^mp IKjUft ‘\F worked in multiple 

jb i M ft ijt , ^ft i in; paths' 1 throughout 

a j T 4 ft Tie mdivioual levels. 

M ITWh ft Because 

m ft 


Look, iti Aquaman*.* Oops, 
sorry, wrong movie. 


Sometimes you hove to use the 
friendly jungle onimaU to reach 
new heights. 


game, 

W||H^ftthe main path will 

ft always be obvious, 
I but vigilant players 
■ will find side paths 
m leading to powe r -ups 
and extra points This 
» adds to the replay value 
of the game, especially for 
^p perfectionists. Later levels 
pretty much require players to 
explore. If you don't venture off the 
beaten path, your chances of finding food 
and extra health are pretty slim. 

Although Tarzan is a Disney-made game, it isn't 
necessarily a cakewalk. The game is well balanced with a 
difficulty level that will challenge, but not annoy, most players. One minor nit about 
the game involves the killing of enemies, Most platformers allow you to kill oppo¬ 
nents by jumping on them That doesn't work here. 

Overall, Tarzan is a fun game that handles the movie license well Disney has 
done an excellent job of translating scenes from the film to a playable game. Once 
you've played through Tarzan, the game, you probably wor't have to see Tarzan , the 
movie, and that is the highest praise the game can receive. 


Keep funning, 
or the elephant 
stampede will trample you. 
Looks kinda like that Lion 
King game, doesn't it? 


GAME 'J 

Fluid animation; swe sf to best yet 
Variety of level types prevents msm 
Hidden items aoq replay vaiue id the dame 


Nice mange of gameplay with smooth learning 

CURVE 

Timing on some jumps cak be difficult 


^J 
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Publisher tirios 
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Release Date NnYembEr 
Type Adventure 
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Tomb Raider: 


The classic Tomb Ratder 
quandary; "I know i need 
to get up there, but how in 
the hetl do I do it"? 








I a&w vi a a vvu vii 


kay, so Lara isn't the fresh new face she once 
was, and her last game was hard as hell, With this 
new Tomb Raider, the developers are looking to erase the 
mistakes of the past, re-establish Lara as the honest thing 
m videogames, and recapture that fresh, new feel of the 
original game. Now, here at PSM weVe taken plenty of 
shots at the Tomb Raider series over the last couple of 
games, but we Ye here to tell you that if Tomb Raider: 
The Last Revelation delivers even half of what the 
designers are promising, it will indeed put the series 
back at the very top. 

To let you know just how different this game is 
to be, consider this: there will be no giant blocks to 
and push, and no wall-mounted switches to hit Think 
about it—that's a pretty dramatic change! You will no 
longer have to run long a mile, pull a switch, run 
back, push a button, etc. In fact, every single 
puzzle can now be solved in the one room that 
it J s in. All we can say is—Hallelujah. 

The differences don't stop there. Lara now has 
an inventory system, such as the ones found in 
Resident Evil Zeida, etc. She can carry items for 
later use, and even combine some of them. For 
example, you can attach a flashlight to a gun r so 
you can see what you're aiming at in the dark. Your 
inventory will also play a large role in puzzle solv¬ 
ing. For instance, Lara can carry sand as weight 
that can be used to balance something., and in turn 


where you'll revisit past areas sever¬ 
al times to uncover more and more secrets. And in an effort to 
make this game easier for new' players, you can now' save your 
game anywhere, and as often as you want (what a relief!). 

Combat has changed as well, but specific details on the sys¬ 
tem are sketchy. Also, Lara won't have a huge arsenal of 
weapons this time, but many of the items that she does carry 
will have multiple purposes. The best example of this is Lava's 
new Rope item, which can be used to climb, swing, or even pull 
other objects. It's about time Lara brought some rope along! 

Honestly we're tremendously excited to get our hands on 
this game. It's great to see that the developers at Core have lis¬ 
tened to peoples input and are putting a lot of effort into mak¬ 
ing a much better game. Of course, well keep you updated as 
the game continues to roll toward its November release, so 
keep your eyes glued to these very pages! 


< We can't get 
over how 
much better 
Lara looks in 
this version. 
Hopefully, the 

Fully'rendered 
CG Loro used 
story FMVs 
will be just 
as improved* 


Spooky statues like this one decorate 
the tombs and dungeons, and in some 
cases, rooms are jam-packed with them 
to create a dramatic effect. 


This screen really shows off a lot of 
Tomb Raider 4's new looks. Lara is now 
much better looking, thanks to new 
"skinning" techniques that give her 
seamless joints* Also, the background 
looks a lot more natural, with less-blocky 
columns and a nice waterfall. 


trigger a trap door. The days of hunting down 
a blue key to open a blue door are over. 

Another major change is the game's loca¬ 
tion and level structure. Instead of hopping all 
over the globe, the entire adventure will 
focus on one mysterious spot in Egypt, Also, 
the game isn't divided into levels per se, but 
rather, it plays as one long, seamless adven¬ 
ture. It's a more solid, cohesive environment 




A This U just a 

beautiful shat, and a great example of 
the many new lighting techniques that 
the designers are using this time around. 


A More of that crazy-cool lighting. Check 
out the sweet transparent flame effects, 
the shadows on the ceiling, and Lara's 
round rear-end-all very nice I 


The real meat of the Tomb Raider 
series has always been its levels. 
After all, that's where the adventure 
takes place, where you spend all 
those hours scratching your noggin. 
TR4 looks 
playing 


at its most extreme* 
ike m the fast two games, some areas 
will be 50 dark that you'll need special 
Items to navigate through them. 
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a You'll have to be more careful in how 
you treat enemies, because in many 
cases, if you can jump across pits, so can 
they, They're a lot smarter now, 


A The bod guys this time around have a 
real Egyptian flavor to them. Does this 
mean we won't be running into as many 
humans in this adventure? 


A Since all of the areas in this game are 
in Egypt, you can expect a similar look 
and feel to each of me tombs and dun¬ 
geons you explore. 




Yeah, searching around for 
old relics and stub can be fun, 
but some* nnes you just need 
to pound a few rounds of 
ammo into 3 mummified 
corpse. Core has said there 
will be less enemies this time 
around, but they]) be smarter, 
and mere of a challenge. 


ra 


The baddies are a lot 
smarter than before, and 
will chase after you if 
you try to escape* 


There are plenty 
of new lighting 
effects that add a 
whole new level 
of atmosphere to 
the tombs. 


This Isn't the best pic- 
run? to show this, but 
Lara looks way bet¬ 
ter now, thanks to 
that fancy new 
"skinning" technique 
that everyone seems 
to be using in their 
games these days. 


▲ The designers have said the action 
will be very different this time around, 
but judging from these screens, they 
haven't strayed too terribly far from 
what we've seen in the other games. 
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A It takes the walking undead of Egypt 
to resist Lara's charms. That's the only 
explanation we can think of. Any real 
guy would be drooling and asking Lora 
for an autograph, at least. 


A We're not sure what's up with this screen, but it 
almost looks like a new camera angle,,. 


► Of course, tor a has always been o great 
swimmer, so you con expect plenty of under¬ 
water action in her latest adventure. 


► Lara's look¬ 
ing lovely as 
ever in her newest 
adventure, Yuml 


■ , 





At press time, this game is still at a very early stage. Core 
has a lot of work to do to get this game ready in time for 
its November release? Here's a behind-the-scenes look 
at some stuff that's currently being worked on: 


h This new character is called 
Jean Yves, We don't know 
much about him yet, but we're 
pretty sure he's a friend of 
Lara:'*, who helps her out with 
useful information. 




IN 


Here's a shot of the Level Editor that 
the game designers are using to put 
together the game's environments. 
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Publisher Midway 
□□veloper Midway 


Release Date September 
Type Saxing 
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Ready 2 

Rumble 


As ir» 
most other boxing 
titles, you con get 
knocked down a cou¬ 
ple of times before 
rou're actually down 
the count. Keep 
hitting the buttons 
fast to stood bock up. 


C 


:'s get ready to rrrrrumble 

ince the release of Super Punchout on the Super 
Nintendo, no console has really had the privilege of 
a quality arcade-style boxing game. Sure, the PlayStation 
has had Cornender and Knockout Kings, but those were a 
tar cry from the addictive, yet simplistic, gameplay found in 
the Pun^put series, Knowing this, Midway has set out to develop a game that has 
its roots in the classic days of gaming, but still manages to pack a mean punch. 

When completed, Ready 2 Rumble Boxing wilt showcase a cast of twenty 
coSorul fighters., most of whom will be initially hidden. On purpose, Midway has 
kept the control scheme of the game rather s?mpie so that every player could 
easily pick it up, regardless of their age. However, the game wall also feature quite 

a bit of depth, such as complex 
special attacks, as well as a 
manager mode, so that more 
experienced players will be able to 
enjoy it as well 

i To keep with its arcade feet the 
boxers leave light trails whenever 
they perform a special punch or 
combo. It's pretty cool looking. 
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With names like Butcher Brown and Afro 
Thunder appearing in the game, you know 
Midway's taken a lot of inspiration from 
Nintendo's Punchout series, 


It's net often when you see a 200 pound 
gyy going up against a 400 pound mauler. 
Each character truly has their own specific 
strengths and weaknesses. 


Publisher Rpcbtar 
DEvcIoper Z-axis 


Release Date fall 
type Skateboarding 
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All of the courses feature 
plenty of grinding oppor¬ 
tunities, not to mention 
many opportunities for all 
kinds of jumps. 


imitation, 

dude! 
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A This is obviously one of the simpler 
moves available. Blow it, and you'll look 
really impressive when you crash. 


can do the 
the lookout for any skate 


Now you 
is an 


or row leg the name of 
'Thrasher' magazine, bible of 
the skating fraternity, Skate & Destroy 
abandons the Xtreme scene and puts 
ooarders out on the streets. Locations are 
strictly urban environments, where the 
object of the game is to amass points on 
a two minute run and stay one step ahead 
of the laser-equipped cops. Extra street 
cred for the game comes in the form of 
clothing ana board licenses, with big- 
name artists promised to supply the 
soundtrack. Great attention has been paid 


to the 
anima¬ 
tions for falls. Rather than see a stock 
sequence for every crash, each mishap is 
portrayed differently depending on how 
you fal ! and what body part you hit on the 
way down. This translates to a fluid and 
realistic set of character movements, 
replete with flailing iimbs, swaying torsos 
and painful-looking collisions with far too 
stationary objects, which should offer a 
healthy challenge tc the competition 
when it arrives this winter. 
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"The Spiritual Succssor to 
Destruction Derby 2 

PSM IOO% Independent PlayStation Magazine 


High Speed full impact racing action - major collisions, damage and destruction! 

Incredible cumulative Real-Time Damage™ effects-hoods fly. tires wobble, smoke, fire, cars show hardcore damage as it happens. 

12 torturous tracks designed for full metal contact, 
insane Last Man Standing Demolition Derby Bowl matches. 

Death From Above - land on an opponent's roof and score a one hit kill. 
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Free 

Music 

CO 


Fear Factory, Fmpirion, Junkie XL, and Cirrus 


Pre-order Demolition Racer from select retailers and 
receive the limited run Soundtrack CD which includes f4 
all original songs and re-mixes* 
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geektozgi 


33?£F.£] 
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To Order Direct Call; 1-000-545-7744 


B different vehicles to rate, 
l& cars on the track in each rate, 

£ player split-screen rating 

Smash through destructible fences, doors, barrels and more 


EVERYONE 


PlayStation 


Jogn& are are registered trademarks of Sony Computer Entertainment |rtc 
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Release Date Fall 
Type Car Combat 


Publisher Activision 
Developer Luxoflux 
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The souped-up 
looking beach bug 
has a tight turn¬ 
ing radius, os 
well as being 
pretty zippy* 

Check out the 
cool looking 
explosion in 
the background. 


~ Funky Seventies Car Combat 
Meets "Back To The Future" 


D he car combat genre was taken to a new level last 
year with the release of Activision's Vigilante 8, So 
many elements came together—great driving physics and 
fantastic control, completely interactive environments and 
lots of cool weapons and secrets—that it just shot past any 
other game in the genre. The funky seventies setting which 
influenced the retro look of the cars also helped to make the 
experience unique. Given the title's quality and financial suc¬ 
cess, a sequel was a forgone conclusion. Vigilante 8: Second 
Offense is the new name and more innovative new ideas are 
being implemented for this sequel than you've seen in the 
past couple sequels of other car combat titles, again aiming 
at leaving the competition in the dust. 

To have ail the new futuristic additions make sense, the 
storyline puts one of the two rival gangs, the Vigilantes, in 
possession of a time machine, which they use to return to 
the late 70s before the first game took place. They attempt 
to take out their former rivals, the Coyotes, with all the new 
hardware of the future. There will also be a third group of 
rogue combatants called Drifters, who are only out for them¬ 
selves and promise to complicate things. Almost all the char¬ 
acters and cars are new, but still share the same retro, gas 
guzzling, wood paneling theme. 

There will be 18 cars to drive and they share the like¬ 
nesses of a variety of old cars (no actual car licenses are 
included), including the VW Bug, an old towtruck, semi with 
trailer, one of those old four wheel drive station wagons, a 
DeLorean look alike, an El Camino, an 
old camper, a stretch linno and a 
garbage truck. Like the last game, all 
the weapons actually attach to your car 


and are visible during game- 
play. The combos and special 
moves are promised to be expanded on, including special 
moves for your character's special weapon Totally new is 
the ability to upgrade your vehicle with different attributes 
earned by destroying other cars. As these points are applied 
to your car, its physical appearance will actualSy change. Also 
completely new are three futuristic attachments which allow 
you to drive on different surfaces. These come in the form 
of power-ups you find throughout a level. 

The levels are enormous and can be totally interacted 
with, Just about everything you see can be destroyed or 
damaged and there should be several surprises to uncover, 
Among the ten locales featured are a harbor in California, the 
space shuttle launch site in Florida, a nuclear power plant in 
Wisconsin, a ski resort in Utah, another secret military base 
in New Mexico, a steel mil! in Pennsylvania and a Louisiana 
bayou. More variety in driving surfaces should also be 
expected this time. All together, this should be a sequel 
which truly offers something new. 


Who needs wheels with these power- 
ups, which attach one of three new 
devices to where your wheels would 
normally be? These attachments only 
last for a short, time, and allow you to get 
to areas you normally couldn't go or at 
least make a particular surface easier to 
maneuver on. 


A The hoverpods are by far the most 
futuristic of the bunch. They turn your 
vehicle into a havercar, With these 
attached, you can drive on any surface in 
the game. There's also a rumor that there 
will be a code that lets you fly with the 
hoverpad attachments. 


Weapon power- 
ups are littered 
around the game 
environment. With 
the question mark 
boxes, you don't 
realty know what 
you're going to get, 
out that shouldn't 
stop you from trying 
to grab them up* 


| | q ^ fIDING Depending on what vehicle you destroy, you 

will be awarded with points that you can 
apply to upgrading your car, If you destroy a car with heavy armor, you will get 
armor points, etc.. As improvements are made, the characteristics of your vehi¬ 
cle—including handling and speed—will change, as well as your car's physical 
appearance. Once you max out your car's attributes, you get a whole new body 


The hydrofloaters will be tough fa use. 
but at least you won't sink and drown 
when you go into the wafer* 


Everything can be destroyed, like this 
shack in the bayou level. 


a When you have maxed all the 
attributes of your car, you will get O 
whole new car body, which will be 
decisively more coal than the one yo 
started with* 


i This is an example of your bosk car 
when you start the game. Lt lacks like 
something driven right off a seventies 
new cor lot. 


Not all the vehicles ore from the '70s. 
Here's o look alike of the Mars explorer. 
Sojourner, with a monkey pilot* This level 
is located at the NASA site in Florida* 


a The skis and treads will be most useful 
In the snow levels. 


► Wow, gang! 
Now you can 
play as a 
criminal.*, 
that should 
be fun! 
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What would a year of 
PlayStation gaming be without a 
new Crash game? Sure, it's not 
the typical platform jumping action 
you'd expect from the franchise, but 
it does look like one helluva racer! 
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Just like 
in Crash 3, you can 
race a special Time 
Trial mode. Of course, 
doing well will lead to 
cool secret stuff... 
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multiplayer game ever 

kay, so the developers at 
Naughty Dog didn't exactly 
invent the mascot kan racing game. In 
fact, they're the first to admit they pret¬ 
ty much ripped off Mario Kart a nd Diddy 
Kong Racing^ However, they were 
determined to add to the genre, to 
make their game its own unique kart 
racing experience. And after spending 
an afternoon with an early copy we can 
honestly say that CTR is not only a great 
game, but it has a very good chance of 
surpassing those other racers. 

Here's the stuff you should've 
already guessed: As characters from 
the Crash series 04 in all), you race go 
karts around colorful tracks (13 of 'em), 
based on classic Crash stages. You zap 
the other racers with power-ups, pow¬ 
ers tide around turns and run over speed 
arrow's for an extra boost, This much is 
pretty standard fare; what really makes 


this game stand 
out is the new 
stuff. Farsi off, C 
is all about chain 
ing turbos. You can 

get turbos by picking them up, but here 
are the two main ways: I ) Powerslid- 
ing. If you time your button hits per¬ 
fectly, you can get three boosts out of a 
single slide; and 2) Catching big air. The 
higher air you can catch after a jump, 
the more of a turbo boost you'll have 
when you hit the ground, A skilled play¬ 
er finds ways to keep his turbos going 
all around a track, chaining powerslide 
turbos into jump turbos, and so on. 

This game Is packed with different 
modes. There's a straightforward Grand 
Prix mode, a Time Trial, and an 
Adventure mode, where you can build 
up your kart and play through the story. 
But where this game really shines is in 


the Battle Mode. With a Multi-Tap, up 
to four people can compete in seven 
unique battle arenas. Each arena is also 
fully customizable, from the power-ups 
used to the number of hits needed to 
win. You can even form teams for two- 
on-two action! Now that's coo!, 

This Is going to be one killer game. 
It's also one of the most technologically 
advanced racing games out there, with 
top-notch graphics and absolutely NO 
background pop-in whatsoever (not 
even when the screen is split four 
ways)l You can expect big CTR cover¬ 
age from us m the near future, so keep 
your eyes right here! 


Managing your Turbos well is the dif¬ 
ference between winning and los¬ 
ing —it's as simple as that. There are 
several different ways to earn a 
Turbo, which come in ihree different 
speed levels. Here are a few cool 
Turbo techniques needed to win: 
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Publisher Sony CEA 
Developer Haughty Dug 


The action doesn't slow down a hit 
whether you have one, two, or even 
four players racing all at once* There's no 
"pop-tn" in the backgrounds, either! 


You'll definitely be able to tell a differ¬ 
ence when Turboing—yaur kart jets for¬ 
ward, Home shoots out the back, and 
your Dual Shack gives you a kick. 


Relpfl^F. Date October 
Type Racing v 


Although the roc ing may seem simple on the surface, there's a tot of stuff going on at once! 


All of the tracks are at least loosely Most of the tracks are wide enough so 
based on stages from Crash's previous that simply driving around them isn't 
games, with each one having its own hard-The real challenge comes in finding 
unique challenges and hazards. ways to maximize your Turbos* 


Big air* baby! The longer you hang in 
the air, the longer yo u get to Turbo when 
you land. There's actually a "hang-time" 
meter when you jump* 


These speed arrows can be found on 
the track or on ramps. They're even bet¬ 
ter on ramps, because you'll get a sec¬ 
ond hang-time turbo when you land* 


Like many 
racing 
games, you 
can get a 
special 
boost at 
the start¬ 
ing line by 
hitting the 
gas at just 
the right 
moment* 


All of the most popular Crash charac¬ 
ters ore here, and are split into various 
different racing teams, for example. 
Crash and Coco are on a team. 


If you grab 10 pieces * 
of fruit, all your items 
will be supercharged 1 


Items that you pick 
up are shown here— 
this one's a Turbo* 




bo, time your , - 
hufton hits when you 
see the black smoke 
during a Powerslide. 
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Based on the little bit we've ployed 1 so far, the four-player Bottle Mode might just moke 
Crash Team Rating the most addictive multiplayer game to ever hit the PlayStation* 


The one-player modes are 
greet fun, and should be well 
worth the price of the game 
atone. But the developers at 
Naughty Dog are stressing 
that their goal is to make CTR 
a great multiplayer game, first 
and foremost* From what 
we played, they're doing 
a bang-up job! Whether 
you're playing two, 
three, or four players, 
, it's a load of great fun. 


* This is what the game is really alt about—four- 
player Battle Mode madness! Cal! your buds, stock 
the fridge with a few cases of Dew and hove your 
secretary hold all your calls—it's battlin' time! 


What would a Crash game be without 
lots of crates to smash up? They're scat¬ 
tered all over the place, and contain ran¬ 
dom weapons and power-ups* 


Look 

closely at 
the flashing fruit 

icon at the top of the screen—once you collect 
a certain number of fruit f]Q, to be exact}, 
your power-ups become much mare effective* 


Here's o shot from the flattie Made with 
only two players* This shows jjust one of 
the many items that you can use to really 
screw with your opponents. 


a When on opponent locks onto you with 
a horning missile, you'll see this target 
marker appear on you. This is great, since 
it gives you valuable time to get away* 


Unlike other racers, the road doesn't go all 
'"bendy" when it reaches the edge of the 
screen—this is another technical achievement 
that the guys at Naughty Dog are proud of. 


There are 16 racing tracks (plus two hidden ones), which are based on 
the same bright, cartoony worlds from the previous Crash games* These 
conceptual sketches give you a feel for some of the different areas, and 
the lush graphical detail that Naughty Dog is putting into each one. 


What's better than a leisurely day of This stage looks more like a tradition - 
radng at the beach? ffiat is, just so long al racetrack, but goofed up on happy 
as you don't get blown up, or anyilvng pills Gotta love those pastel colors! 


Snow.*.in the desert?! What kind of Goo, underwater racing! This could 
whacked-out, messed-up world is this? be the coolest-looking track so far* Hey, 
Aside from the powder, this course who hasn't wonted to race little go- 
looks like it's right out of Road Runner* karts at the bottom of the sea? 




The tracks are littered with special 
weapons and power-ups, and how well 
you use them will often mean the differ¬ 
ence between finishing first or not finish¬ 
ing at all. There are loads of them, but 
unfortunately, we only have a couple to 
show you (well have more later on): 
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A The weapons ore hidden in crates, so to A This special missile will automatically 
get them, you just have to smash one seek out whoever is in first place* Hmm, 
open—pretty straightforward, right? maybe a good strategy here would be to 
What item you get is always random. momentarily drop back to second 1 


- 


—-- 7 ^ 


■ y 1 r W 

sx 


A There are all kinds of crazy missiles and 
other explosives for you to toss around 
the track, and stuff in this game tends to 
blow up real good. 





































































Publisher Eidss 
Dg vKlaperr Cars 


Release Date Dctoher 
Type Action 
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T This game 
doesn't seem 
to have any 
problems 
with violence. 
It looks like 
this guy's 
head is 
exploding, 
thanks to o 
rather 
powerful 
kick From 
our hero. 
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a Who designed this building... 
Salvador Dali? At least players 
will never get bored with the 
scenery as they progress through 
the building. 


A This looks like one of those 
revolving rooms that messes 
with your equilibrium- Or, it 
could just be another strange-look- 
ing hallway or a Time Tunnel. 


A You can shoot at pretty much anything and see it explode. You just have to 
feel bad For the guy standing behind the thing you are shooting at, though. 


A It will be 
interesting to 
see if eleva¬ 
tion ploys an 
important role 
in combat. 

You can 
probably 
attack people 
from the 
lower steps 
end they 
won't be able 
to hit you- 


► Hawk 
Manson: 
he's 
tough, 
he's o 
patriot, 
and he's 
got a 
cousin 
whose 
name is 
Charlie... 


The architecture of the Nakamichi 
Corporation and its R&D facilities 
is rather unique. You will see a lot 
of strange and hi-tech rooms as 
you progress through the game. 
Just don't get too distracted or 
you will end up deceased, 


layers took on the evil Dr. 
Zeng, a cult leader with 
aspirations of taking over the world in 
the first Fighting Force title. After his 
defeat, Zeng and his followers seemed 
to disappear oft the planet and his 
research foundation was sold off to 
the Nakamichi Corporation, a twisted 
evil, worldwide organization. 
Unbeknownst to the player, and the 
Fighting Force team, Zeng was 
working on a cyborg warrior at the 
time of his defeat. Now, that 
warrior is be :, ng used by Nakamichi 
to secure its leadership in the 
defense industries. This is where Hawk 
Manson comes in. Hired by the C1A r 
Hawk will have to partake in a bit of 
government espionage as he attempts to 
infiltrate the Nakamichi Corporation and 
discover its secrets. 

Fighting Force 2 will feature an 
improved 3D engine that provides even 
more background interaction than was 
found in the first game. Pretty much 
everything you see can be destroyed 01 
picked up, and we mean everything. 
Lighting and explosion effects 


have also been enhanced to provide a 
greater sense of realism, Not only that, 
but enemy characters have advanced 
intelligence and will utilize the surrounding 
environment to their advantage—hiding 
behind crates or ducking behind nearby 
corners. You no longer can just run 
from room to room, shooting people and 
hope to survive. You actually have to use 
a bit of strategy. 

Looking at these screenshots, it is 
easy to say that this game looks impres¬ 
sive. It is just important for Core to make 
sure that the actual process of fighting is 
not too repetitive and that the game con¬ 
tinuously provides new challenges to the 
player. If that happens, then Fighting Force 
2 could very 
well pro¬ 
vide Eidos 
with a 
success¬ 
ful fran¬ 
chise other than 
Tomb Raider . 

Here's hoping 


A Since there are only a Few enemies on¬ 
screen at a hme, Core was able to make 
them have higher polygon counts and more 
detailed textures. This Is □ big jump From 
the first game- 


LAJ-e-r-pon 


A More often than not, you wilt encounter 
mare than one enemy soldier at a time. Just 
be sure and keep bath of them in front of 
you and you should be Fine, 


■4 Hawk uses his dirty sack odor to knock 
out another bad guyl 


Aside from being able I 
to pick up nearby 
crates and pipes to use 
as weapons, players 
will have access to a 
whole slew of power¬ 
ful weapons and 
bombs. Hawk is really 
a walking arsenal. 


These 

Flame Bombs are great at 
hitting people at a distance, 
but they are pretty much 
useless when your oppo¬ 
nents are in front of you. 


MN 


A If you realty want to take out □ 
bunch of bad guys and are low an 
health, take advantage of the Rocket 
launcher. It packs a mean punch. 


A IF your hardware fails you, the foot 
is just about as goad as anything. 
Combine rt with your fists (or some 
awesome and damaging combos. 


IM 
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Might and Magic 

Coming to Lne Play Station 1 * game console. 
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© 1999 The 3D0 Company. All Rights Reserved. Crusaders of Might and Magic, New World Computing, 3D0, and 
their respective logos, are trademarks and/or service marks of The 3D0 Compa ny in the US and other countries. 
PlayStation and the PlayStation logos arc registered trademarks of Sony Computer Entertainment Inc, Ail other 
trademarks belong to their respective owners. New World Computing is a division of The 300 Company, 
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The ultimate motocross simulation!" 

- PtayStation Magazine 
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• Proprietary “Real Motocross Dynamics” system - The first 
PlayStation® game console game with realistic motocross physics 

• 2 time AMA Nationals Champion Ricky Carmichael - Race 
as or against the future of motocross 

• High flying stunts and aggressive pack racing action 

• 6 play modes from Championship to Head-to-Head 

• Over a dozen realistic tracks including motocross, 
supercross and enduro 

• True weather effects actually influence hike and 
rider performance 

• 9 customizable dirt bikes 

• Adrenaline-pumping soundtrack 



www.thq.com www.championshipmotocross.com 


ChampKiflfihip Mnlwrass teaturing Carmichael © 1999 Funcom. Devcidped by Runcorn ftul&fiti, ltd. Published and Distributed by THQ INC. Championship Motocross featuring Ricky Carmichael and tine TpQ logo are 
trademarks ol THQ LHC. Ricky Carmichael used under elusive Iidhbe try THQ INC. The Funcom Logo e. a revered trademark of Funcom Oslo AS. PlayStation, and the PlayStation tggos are registered trademarks of 
Sony Computer Entertainment, Jnc j&h other trademarks are property of their respective owners All rights reserved 







































Publisher Acclaim 
Developer Acclaim 


Release Dale Fall 
Type Shooter 
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gonna have myself a shoot 'em up... 




ell, of ali the game styles suit¬ 
able for a South Park license, 
you'd think that a first person shooter 
would be the least obvious—but that's 


ants including aliens, cows and even an 
evil clone of Big Gay Al 

The graphics take sneaky advantage 
of the show's ridiculously simplistic CUt- 




A C ortolan is fat and has a reaf dirty A Stan looks sick. Wencfy Testa burger must 

mouth, buf you must respect his authority! have just kissed him..* 




-4 Kenny is poor 
and is always 
eaten by rats after 
been killed, 
which happens 
all the time. 


exactly what this is. Picture Quake, but 
with Cartman, Kenny and the gang. 
And Turkeys—thousands and thou¬ 
sands of Turkeys, 

The game,, like the TV show, is split 
into various different episodes, each 
with a different plot. The gameplay 
varies slightly but mostly it involves 
running around mostly outdoor levels, 
blasting the various South Park misery 


A whale bunch of strange mutant turkeys are taking over 
South Park. Ycull need to stop them and then make a lot 
of sandwiches **+ 


outs, but the environments are very 

smooth and really do capture the flavor I Ky,e ,s uS ^ ly 

1 the reasonable 

and atmosphere of South Park The one—that tells 
South Park characters also translate hjs 

pretty well into the new 3D world. friend* must be. 
Better yet, there's a split-screen 
multiplayer mode that'll let you 
pick your favorite character for 
a cartoon spiatterfest. Our 
advice: Don't pick Kenny, 
since he always dies. 

He never lasts more 
than 20 minutes! 


Publisher 3DU 
Developer 300 


Release Date Fall 
Type Shooter 




Desert Strike? More like 
dessert strike 


This twin-engined helicopter might not be the most agile chopper, but it's among 
Hhe most heavily armed, as these swarming missiles demonstrate. 


lectronic Arts made a big splash 
with the Desert Strike series,, and 
that style of game has never been particu¬ 
larly well done on the PlayStation until now. 
3DO J s Army Men: Air Attack takes that 
scrolling genre and attaches it to a 3D 
world on an Army Men scaie. 

Deserf Strike had you piloting your 


It's death 
from above, as you 
unleash your swarm - 
ing missiles' 


The two player combat mode Is on 
essential blast, made all the more fun by 
the split-screen mode. 


Be careful where you're blasting—that 
box of fireworks on the right could go off 
should □ stray shot hit it. 


Alt those targets on the ground are 
being somewhat obscured by the rather 
messy remnants of a picnic gone bod. 


chopper 
around moun¬ 
tains and cities— 
here you're more 

likely to encounter ___ 

giant donuts, sleep¬ 
ing dads and boxes of fireworks. You'll 
indulge in air-to-air combat, rescue ROW'S, 
extract wounded allies and sabotage 
enemy bases. Sounds like a lot of work! 

The game features four different types 
of helicopters, with varying arsenals of 
weaponry, including napalm r swarming 
missiles and,, of course, guided missiles. If 
the air combat gets too frenetic, then 
there's plenty of support on the ground in 
the form of cannons. Jeeps and half-tracks. 
Combat arenas vary from Beach to 
"Arctic"-all populated by oversized, real' 
world objects. More info to come later! 































































The character builds are very 
pretty and have a distinctly 
spiky anime appearance, in the 
game, the character builds 
switch to a higher resolution f 
during the plot-explaining cine¬ 
mas. This happens almost with¬ 
out pause, and the game is 
designed to move smoothly 
from gamepfay to movies with 
minimum interruptions. Kronas, 

which has previously concen- _ 

l rated on fighting games, might A S1 
rind its graphic excellence bet- high, 
ter suited to this more cinemat- the c 
ic type of experience. 


a vie 


iyi-ent 


iase, the A This sequence, straight out of Blade a If this shot reminds you of James 
,ows off Runner, shows our pats arriving at a Bond,, then you're definitely not alone - 
crime scene in their flying cor, Sexy—but sinister. 


Fear Factor 




s. •: 
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4 if anyone thinks this 
doesn't look exactly 
like fiidley Scott's 
0/ade Runner, then 
they either haven't 
Seen the movie or 
they've spilled some¬ 
thing on this page. 


ith Resident Evil 3 and 
Dino Crisis on the way, 

Eidos might just be taking a risk by __ 

releasing Fear Factor. The new hor¬ 
ror/adventure from Kronps Digital (purveyors of 
such dubious fighting games as Criticom and 
Cardinal Syn} actually looks really promising. 

The premise of the game might be a little bit 
hard to swallow: The daughter of a powerful 
Chinese businessman has been kidnapped oy 
"The Kang of Hell" and you and a partner have 
to infiltrate not only a futuristic Chinese city, but 
also the very gates of Hell Let's just say that 
your initial opponents 
include tuxedchdad gang¬ 
sters, but that bad guys 
get creepier and creepier 
along the way. 

In style and 
graphic appearance, 
the game definitely 
borrows heavily from 
Capcom games like 
Resident Evit and 
Dino Crisis , but ironi¬ 
cally, the Japanese 
anime style of the 
characters is even 

< Somehow, this guy 
looks like someone you 
fust can't trust... 


► is this a cheap trick to get a look at 
her butt, or is it a complicated and 
well thought out camera angle 
designed to evoke suspense? 


more pronounced in 
this American game. 

The polygonal figures are 
shown off in great detail 
during real-time, animated story 
sequences. They switch to smaller 
polygon builds during the game, 
but the effect is impressive. 

The environments are largely 
2D bitmaps, but all the objects, 
such as weapons and obstacles, 
are 3D, Some of these objects, like 
crates and barrels, are breakable. 
In some ways, the game looks like 
a cross between Blade Runner and 
Rare's Perfect Dart, lots of post- 
apocalyptic industrial backdrops. 

Unlike Resident Evil all inven¬ 
tor/ management takes place on 
screen—a feature designed to 
minimize any gaps in gameplay. 
You can select a weapon or object 
anytime; the disadvantage, of 
course, is that if you r re being 
attacked, you have to think quickly 
and move even faster. 


A Just as in Resident fvithere's a lot 
of tense, nervous exploration involved 
and, like Resident Evil it's shown from 
a creepy angle. 


A These smartly dressed 
gangsters may be simply 
that, but there is an 
outside chance that 
they're agents of the 
"King of Hell". 


► This character's 
design is similar to 
m other heavily armed 
heroines we've seen 
lately, like in Resident 
£vit. Lookin' good! 


O-F T-H 


Cl 

-R-E 


During the design process, Kronos artists resorted to that low-tech device, 
the pencil, producing these beautiful sketches of how the Chinese city 
should look. Every detail and every feature was planned out in pencil before 
being turned over to the computer artists. 


A A fish factory, featured creepily later, A Not entirely dissimilar to the Guncjan 
is sketched out to show the external city in Star Wars Episode It The 
view* Fortunately, you can't smelt it. Phantom Menace. 
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Publisher Eidos 
Developer Kronas Digital 


Release Date Fall 
Type Adventure 
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A The fighting isn't just limited to the Final 
Figl if-style scroll there's also the option to 
fight one-on-one in Hie nrena mode. Here, 
you still move in full 3D, but you're trapped 
in on arena filled with objects to fight with. 
Naturally, most of those objects explode 
when thrown, and there are guns and flame- 


Tetsua, after 
defeating ene¬ 
mies using com 
bos, con power 
up to use specif 
fighting skills, 
doubling darn- 


ly kicking butt 


A Os hi is best described 
as a cross between 
Finer/ Fights Haggor, 
end Tdckert's 
Heihachi Mishtma. 


► The game switch¬ 
es In real time to 
show the beginning 
of a new battle. Not 
only is this cool look¬ 
ing, but it happens so 
quickly, it doesn't inter¬ 
fere with gam splay. 


Up to four players can fight in an arena 
at any one time, and when all four 
fighters go to if, it's land of a 
- mess. Stuff is blowing up all 

over the place, fighters are 
powering up ala Street 
\ fighter Alpha —it's nuts! If 
\ an opponent climbs on top 
» V of say, a car or a soda 
' 1 machine, the other play* 

A I ers can kick it to knock 
I him or her off. 


Publisher Infograrcies 
Developer Gremlin Interactive 
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Release Date Fail 
Type Action/Fighting 
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Tekken meets 
meets good programmers 

hen Capcom first unleashed Final Fight X seemed in some 
ways a watered down version of Sweet Fighter, or maybe 
a souped-up version of Kung Fu Master, Final Fight was more than 
that, however, and went on to become a smash hit, eventually 
spawning loads of imitations. Streets of Rage for Genesis was 
probably the best of the copycats, but E'dos made a brave stab at 
the genre with Fighting Force. Gekido is attempting to completely 
revive this faded glory, and so far,, it looks incredible. 

Borrowing elements from Final Fight , Tekken and others, 
Gekido s mam claim to fame is its presentation, Graphics like these 
don't come along often and when they do, they make your 
PlayStation shine. Although the game has been designed and 
programmed in Britain, the anime feel and use of Japanese 
speech are totally convincing. The game looks, feels and 
sounds totally Japanese. 

Fighting moves are pretty conventional, but the sheer number 
of objects to pick up and throw at opponents is overwhelming, As 
the game scrolls along, neat little 3D cinemas set the stage and let 
you prepare for more complex battles. Cinematic touches are also 
present in the atmospheric lighting, which includes lightning and 
the harsh sodium glare of streetlights, 

Gekido deserves special mention for the quality and quantity of 
graphics, Truly interactive environments (virtually every object can 
be moved, climbed or destroyed) and a platform-like mentality that 
makes single player modes much more involving. The character ani¬ 
mations are more than adequate 
and unlike some fighters of this 
kind, you can tell exactly whatis 
going on, even In the heart of an 
explosive melee. 
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The characters and art m the game, as we ve said before, are 
Japanese anime, they're about as perfect a re-interpretation of the 


not only heavily inspired by 
style as we've ever seen. 


V This dose up 
shows the 
detailed 
nature of the 
characters. 
Animation is 
as smooth and 
convincing 
as any 
one-on-one 
fighting game. 


Travis shows off the fabled "Glasgow 
Kiss", also known os the headbutt. 


This packed market shows off the 
number of characters and objects on 
screen at any given time, all without 
the slightest hint of slowdown. 




* Each character has his own special 


sp< 

"rage" techniques. Travis glows blue to 
indicate that he's powered up and ready 
to kick your brains out. 
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Jet Moto 3/PSM Magazine Sweepstakes 

OFFICIAL SWEEPSTAKES RULES 

1 . NO PURCHASE NECESSARY. Sweepstakes open to legal residents of U.S. only. 

2. TO ENTER. Legibly hand print "Jet Moto 3/PSM" Sweepstakes with your name, address, city, state, zip code and telephone number 
on a 3' x 5" postcard with first class postage stamp affixed and mail it to: "Jet Moto 3/PSM Sweepstakes' 1 1 do P.0. Box 34012, Los 
Angeles, CA 90034. Each entry must be malted separately and be postmarked no later than 9/17/99 and received by 9/24/99. Only 
one entry per day. No copies of entry forms or any other materials will be accepted. Sponsor assumes no responsibility for lost, late, 
incomplete, misdirected, mutilated, illegible or postage due entries. All entries received become the exclusive property of the Sponsor 
and wilt not be returned by Sponsor 

3. PRIZES/DRA'.VIMG: One (1) Grand Prize winner wilt win a CD player, adult XL wet suit. Dragon Sunglasses and a copy of Jet Moto 3 videogame {Approximate' RetaU Value 
S6O0). Five (5) First Prizes will receive Dragon Sunglasses, Jet Mato 3 freestyle watch and a copy of Jet Moto 3 videogame. (Approximate Retail Value S200T Five (5) second 
prize winners will receive: Jet Moto 3 freestyle watch and a copy of Jet Moto 3 videogame (Approximate Retail Value 5(100). Odds of winning depend upon the number of 
valid entries received. Winners will be selected in a random drawing by MDS on or about 9/30/99 from among all valid entries received. All prizes will be awarded and 
winners will be notified by mail. Allow 6*8 weeks for delivery of prize, 

4. PRIZE RESTRICTIONS: Limit one prize per individual or household. Prizes are non-transferable; no substitutions are allowed except by Sponsor due to unavailability, in 
which case prize substitutions win be of equal or greater value. If the Grand Prize is won t>y a minor, it will be awarded in the name of the parent/tegal guardian Prize winners 
(or parent/tegal guardian of minor winner) may be required to sign an affidavit of eligihility/release within 7 days of notification attempt. Failure to return the affidavit in the 
time noted may result in disqualification of the entry and an alternate winner will be selected. Neither the Sponsor nor its parent, affiliates, subsidiaries, divisions or related 
companies are responsible for any damages, taxes or expenses that winners might incur as a result of this sweepstakes or receipt of prize Entrants consent to Sponsor's 
use of their entries, name and/or photographs for Sponsor's advertising or publicity purposes without further consideration, except where prohibited by law. Entrants release 
Sponsor, its employees, directors, officers, agents, subsidiary parent and affiliated companies, and each of their licensees, advertising and promotional agencies from any 
and all claims or liability in connection with [heir participation in this promotion or the acceptance or use or any prize. 

5. ELIGIBILITY: Open only to legal residents of the U.S,. except employees or agents of Sponsor, its subsidiaries, divisions, affiliates, advertising agencies, and members of 
the immediate families of each. Sweepstakes is only valid in the United States and void in Florida, Puerto Rico and wherever else pro hi biles 

6. WINNERS LIST. For the names ol the prize winners, send a stamped, self-addressed envelope befure 9/30/99 to- Jet Mato 3/PSM Sweepstakes WINNERS LIST, P.Q. 

Box 34012, Los Angeles, CA 90034. Please allow G weeks for delivery of winners list 

7. Sponsor: 989 Studios and Imagine Media. 

Jet Moto is a registered trademark, and 9B9 Studios and this 989 Studios logo are trademarks of Sony Computer Entertainment America Inc. Draqon Optical and the Dragon 
Optical logo are registered trademarks of Dragon Optical. Inc. © 1999 Freestyle, Ail rights reserved Published by 989 Studios. Licensed for use with the PlayStation game console. 
PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. |c) 1999 Sony Computef Entertainment Am erica Inc. 
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With NCAA GameBreaker 2GDQ> you've got 114 schools, 60 classic teams 
and play-by-play from the legendary Keith Jackson* You can also recruit 
bene chip athletes and climb the coaching ranks in the new Career Mode.,1 
Il’s NFL GameDay™ 2000 compatible, so your seniors can make the jump to 
the pros* And with a chance to win a national championship and the 
Heisman , it's the ultimate college football experience. Whoa NellieJ 
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A Jodi ICnight must 


remain focused 


requires 
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activities from daily !ii 


LPISODE 1 


Prepare to immerse yourseli in the epic adventure that is I he Phantom Memo 
As the central character, you will journey to all the stunning locations ol 
Episode I, where you are destined to play a decisive role in every key event 
All-consuming? Yes. But then, there’s no such thing as a part-time fedi. 


PlayStation 


www.lucasarts.com/products/phantommenace 

www.starwars.com 

Lucasfilm Ltd TM. All rights reserved* Used under authorization. PlayStation and the PlayStation logos are registered 
trademarks ol Sony Computer Entertainment Inc, 30 accelerator hardware required lor PC' version. 
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Publisher Electronic Arts 
DevelopEr Dreamworks liL 


Release Data Fall 
Type 1st Person Shooter 
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Some of the missions call for more 
than brute force. It r s possible, Indiana 
Jones-style, to knock a Nazi in the 
noggin, steal his uniform and 
goose-step around unnoticed. 
However, should you fail to salute a 
superior officer, questions might be 
y asked. Then, of course, they hear 
your ridiculous Delaware accent and 
all of a sudden, der Goose 1st 
gekuchen, That level of stealth makes 


One of me missions puts you 
alone, atop a building and 
armed 'with a vary accurate, 
very high-powered rifle. 


Savin 






also heavily armed, this time with artificial 
intelligence as well as guns. Twenty 
different types of smart troops 
^ await you in the game. 


4 You've been discov¬ 
ered! It's time to let your 
Thompson do the talking. 


m hen Steven Spielberg wanders into 
your office and suggests that 
your company produce a cabbage 
farming simulation, that r s exact¬ 
ly what you do. Fortunately for 
DreamWorks, he walked into 
them office and suggested a 
cool, Go/deneye-style first per¬ 
son shooter, set in Europe dur¬ 
ing World War II 

The game begins on June 5, 

1944—the night before D-Day. You 
play the part of a young pilot shot down 
behind enemy lines. You are immediately 
recruited into the top-secret OSS, and begin a 
new career as a covert agent, working exclu¬ 
sively behind enemy lines. What that means 
in terms of gameplay is a lot of running around 
and shooting Nazis. 

The game features lots of varied and 
difficult missions: you might find yourself 
storming a Nazi-filled bunker with grenades, 
or sneaking around in German sewers armed 
only with a pistol. Better yet, you could 
be alone and freezing on lop of a building with 
a sniper rifle.. The game certainly offers plenty 
of variety and intense excitement 

DreamWorks went all the way when it 
came to ensuring this game reflected WWII 
accurately, hiring Captain Dale Dye, USMC 
(ret.) who consulted on various movies includ¬ 
ing Born on the Fourth of July, Platoon and 
Saving Private Ryan. Dye helped 
DreamWorks develop missions, and model 
accurate 3D weapons. 

Weapons are a key element in the ten- 
plus missions, with fifteen available-ranging 
from the OSS Assassination Crossbow 
(guess what that's for... 3 to the more conven¬ 
tional Thompson submachine gun, handy for 
quick bursts during a firefight. The enemy is 


a There's 
always a 
snow level, 
even when the 
game is set in 
the middle at 
June. Them 
programmers 
love snow. 


And 


D 5 C-H-R 

Bound. 


One of the more unique aspects of Medal of Honor is the use of sound 
effects to actively promote gameplay. There's the usual gunshots and explo¬ 
sions, but radio communications and voice cues from the other r 'actors" help 
explain the plot and the mission structure as you progress. The music is from 
award-winning composer Michael Giacchino, who composed the wholly orig¬ 
inal score for the Jurassic Park: The Lost World PlayStation and Saturn games. 
The game also features FMV of real WWII scenes., 


As this unsuspecting Nazi bends 
down fa pick up flowers, you get ready 
to blow up him and his stupid daisies. 


a Some of the levels, like this sewer, 
are reminiscent of PC games like Half 
Life or Quake. 


a So much far the **Master Race"— 
Nazis are no good in a stand-up fight. 


a A lazy soldier rakes a nap, little sus¬ 
pecting that tomorrow the German 
Army will be in tatters and he'll have to 
go home to Berlin on a bike. 
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Publisher Crave Entertainment Retease Date 4th Qtr 

Developer VCC Type Racing 
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Racing with a 
magnetic personality 


m uch like lV;peoufand Rollcage, Mag 3 is 
a futuristic racing title with a rather 
unique twist, The game takes place »n the 23rd 
Century- where the tracks are designed using a 
newly developed magneto-kinetic technology, 

This allows the vehicles to hover and glide over 
the top of the tracks surface much like a 
Japanese bullet train Not only that, but the vehi¬ 
cles can also strafe from side to side to bank 
around corners, which is a first for the genre. 

!n a lot of ways, Mag 3 is set up much like Wipeout There are racing teams 
that you can select from, as well as classes of vehicles. And yes. you can pick 
up and use weapons while you are racing. Due to these similarities and the 

upcoming release of 
Wipeout 3, it will be inter¬ 
esting to see if Crave can 
make Mag 3 unique 
enough to peak players' 
interests. We're sure it J s 
thinking the same thing, 


Atog 3 is going to try ond differentiate 


A At various parts of the frocks, you will 
see different glowing icons. These are 
power ups that can be used far weapons or 
speed boosts. 


a The vehicles move pretty fast, so you won't 
have much time to check 
out Hie scenery. 

That's too bad. 

Some of the 
tracks are 
rather 
impres¬ 
sive to 
look at. 




ig 4 is going to try 

itself from the rest of the pack by having 
cool track designs. This aquarium track 
looks to be a step in the right direction. 


■ Before the racing actually starts, 
players are given a flyby view of 
the track and its surrounding area, 
so you can get the lay of the land. 


^ The vehicle designs in Mag 3 are 
rather interesting and not like some- 
thing you would typically see. They arc 
designed to hover on magnetic waves. 



Publisher Infogrames 


Release Gate Fail 
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Infogrames combat that's reasonably ace 



A two player dag-fighting made is an essen¬ 
tial addition to any kind of flight simulation. 


a This bombing run over a railroad depot 
shows off some of the nice, detailed 
ground objects found in the game. 



a The explosions really are a delight to 
watch. (Ms almost worth blasting missiles 
at random buildings just to see the effect. 


P^|| eginning with a rather dramatic sequence of FMV 
newsfeeds, Eagle One is a very serious : ittie flight 
sim, Serious not in its attention to realism, but rather its 
end-of-the-world plot, where a hijacked Russian air¬ 
craft earner and world computer chaos lead to you 
piloting a series of do or die missions. 

Like Namco's Ace Combat, it's an arcadey 
shooter, with the emphasis on fast-paced fun 
rather than realistic simulation, This, if anything, 
is more visceral than Namco's effort. Graphically 
speaking, it has .ots of nice touches, like big, blos¬ 
soming explosions and remarkably detailed ground 
objects. Sadty. as is the case with most PlayStation flight 
sim attempts, the horizon is right in front of your face, thanks 
to the magic of fog. 



Piloting a Harrier is an exercise well suited to the 
PlayStation controller, since the real-life aircraft operates more 
hke a videogame vehicle than any other plane, it can stop on 
a dime and take off from any surface, vertically or con¬ 
ventionally, Not only that, but the one featured in this 
game is absolutely bristling with weapons—rock¬ 
ets., air to ground missiles, cannons and, of course, 
lock-on air to air missiles. 

A split-screen two player option makes 
for excellent dog-fighting fun, and the wealth of 
missions mean that bombing, strafing 
and dog-fightmg missions will keep 
you occupied for hours. An excellent 
training mode means that even novice 
pilots should be able to jump right in. 


IMs mot 

really a great 
idea to land m the 
middle of a dogfight, 
regardless of your 
VTOL capabilities. 



















































































With its exclusive Dual Shock" 
compatible rod and reel controller, 

V*, U 

Bass Landing sets the standard for true-to-life 
fishing action. Now you can cast, set the hook, 
p and reel them in just like real life. So pack your 
tackle box, pick up some cold ones, and grab 
your rod, ‘cause fishing season is now open. 


controlier 


Solo orfournament modes 
5 challenging lakes, 14 species of fish 
' Cast side arm, overhead, or skip 

• Tutorial mode tells how the pros hook the big ones 

• Dual shock compatible 

• Stock your tackle box from 

50 different rods, reels, rigs, and tures 


•a 
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Will you lake the 

F* Aid Spray? 

►Yes No 




A The surprises come when- you least 
expect it. Hmm„, this looks like cm ordi¬ 
nary Police cor, I wonder if I can open 
that door? Ahhhhhh.., it's a zombie J 
Is that you, Rob? 


A Just when you thought that you had 
the upper hand on this "steeping" zom¬ 
bie, his brother appears from behind 
the garbage bin in hopes of finding 
lunch,,, that would be you. 


The true brilliance behind the 
Resident Evil series lies in the large 
number of triggered events. These 
are non-interactive segments that 
happen when you enter a certain 
area or walk near a certain object. 

Most of the time, they are designed 
to scare you and make you jump out 
of your seat. Here are two examples; 

A Always be prepared- You never know 
when danger may present itself. 
Leaping dogs ore always a great way 
of getting players to scream like little 
girls. Not us, though. We're not afraid. 


So that your limited inventory space does¬ 
n't get cluttered with useless objects, the 
game will allow you discard any items that 
you will no longer need to use. 


a Since the zombies now move so fast, it is 
best to keep your distance and fire at them 
from around the corner., It's better for your 
health (and your skin,,, ), 


This game is definitely not for the squea¬ 
mish, Blood and gore are around every cor¬ 
ner, as are several very shocking surprises. 
Be afraid,., be very afraid. 


a Here's another look at the inventory screen, 
Capcom decided to keep the simplistic and 
straight-forward interface, so that players 
wouldn't get Confused. 
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The horror! The horror! WOO-HOO!!! 

_ ^ w . . _ H 

uch to our amazement and elation, Capcom recently sent us a playable version i 
of Resident Evil 3: Nemesis , Needless to $ay r the game is running nonstop on 
our PlayStations and slowing down production of the magazine, None of us can seem 
to work when we know that there are zombies out there that need to be put down. 

However, don't ever say that we don't do anything cool for you readers. We took 
time out of our busy zombie-killing schedule to take these lovely screenshots 
for you. And since screenshots speak louder than words, we re going to cut 
this intro text short and jarrvpack as many of them as we can into these two Xj 
pages. If that wasn't enough, guess what? Next month, we'll have even 
more screenshots, That's PSM for you,., always thinking of the reader. 




TRIGGER 


VENT 


m 



Your 

■S[fifi]'ll! SUB ^ 


The first time the game truly scares you is the 
moment when you meet up with the Nemesis. 
Everything seems fine and then, suddenly, he 


smashes through a window and chases after you, 
After that, the adrenaline kicks in and you start run¬ 
ning for dear life. 



a Tbing$ seem ha be going well. You have 
plenty of herbs and have managed to kill 
all the zombies inside of the police station. 
You're on top of the world and feeling cook 
Zombies ore easy to kill,- right? 


Then, everything changes. Without 
warning, the Nemesis crashes in through a 
window and startles you nearly to death. 
With one strike, he has knocked your 
health in half. 


In a desperate attempt, you run blindly 
in a direction and hope for the best. 
However, you end up in a hallway with a 
boarded up door. What do you do now? 
Scream? Go blind? Pray? 


Well, you hope For the best and try to run 
back past the hulking monster. If you man¬ 
age to do that, then you can try and take 
him down with your gun. So tell us, how's 
the weather up there? 
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► For riie first 
time, zombies 
can actually 
walk down 
stairs to 
attack you. 

When you 
went down 
these stairs 
first time, you 
thought you'd 
taken care of the 
zombies, but this 
■nasty 
sur¬ 
prise 
awaits 
you 
on 
your 
return. 


nflCCQON 

EF-FIRTlYtENT 


Since RE3 takes place in basically 
the same area that RE2 did, you will 
notice a Sot of similar landmarks and 
areas, the biggest of which is me 
R.RD, When you get there, it will be 
shortly after the zombies first 
appear, so the building is pretty 
much empty. 


mEINflTIDN 


Several of the puzzles in RE3 require that 
you combine several items together in 
order to create one useful item. You can 
then use that particular item'in a specific 
situation in order to progress further into 
the game. 


A After you find die lighter and the lighter oil, you can combine them to creole a 
working lighter. Eventually you will come across a door that is roped up. Use the 
lighter to bum die ropes and you'll be able to enter the next area. 


The inside of the police station 
looks pretty much the same. 
However, most of the rooms are 
boarded up and can not be entered. 


This main entrance was not acces¬ 
sible in RE2. In fact, there were sev¬ 
eral zombies behind this gate then. 
Who knows where they are? 


a Just like in the previous RE titles, you will 
hove to Find maps in order to get a better 
idea of the surrounding area. The city is 
pretty big and you wouldn't wont to get 
lost... or eaten... 


Three zombies at once is a lotto take core of. You've killed one, been grabbed by 
other and will probably be eaten by the third... unless you can grab that party fiat 
d pretend that you're Michael Jackson. 


4 The chest system of storage and the type¬ 
writer-style Saving procedure have both 
been retained for this sequel. This time 
around, though, you won't have to use 
either that much. 


A You can use the Police Station computer 
to learn valuable information that will be 
used later on in the game. Unfortunately, 
you will need a S.T.A.P.S. badge in order to 
access the computer. 


* Although many levels are cramped and 
claustrophobic, the scale of some, like this 
Warehouse, makes it more challenging to 
find clues and objects. You truly will have 
to search every nook and cranny. 


afci 


- 


* As soon as you step through this door, at 
the start of the game, you are no longer 
safe. The zombies will start to come after 
you as you try and moke it to the Police 
Station. So what are you waiting for? RunI 


A This looks like a helpless situation, 
doesn't it? You have your back to the 
wall and there about nine zombies 
heading your way. Waif a minute. 
What's up with that red barrel? 


A Maybe if I shoot at it... BOOM! Well, 
that pretty much eliminates your pest 
problem, Eliminate any leftover zombie 
parts and you are free to head to the 
next area. 


U 


There are a lot of elements in the backgrounds that you can interact with, Look 
for the objects that seem out of place or don 't blend into the environment that 
well. You can normally pick those things up or simply blow them up. 
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Meryl Silverberg ?s ready far action for 
imers who prefer a distaff hero. 


Snake is back, with 
over 300 new levels! 


D onaml has got just the thing for diehard Meta! Gear 
fans who are jonesmg for more action. Metal Gear 
Solid: VR Missions isn't a true sequel by any means, but the 
over 300 new training levels should keep fans happy while 
Konami gets the next MGS underway. 

The only downside is that the Japanese version of this 
game comes complete with an updated version of the 
original game with new enhancements, such as the option pj 
to play through the game from a first-person view. 

We're not sure why Konami decided not to Ag. 

include the extra discs, but for those whoVe Sft^JpP 
played through Metal Gear Solid already, the 
real draw is the VR Missions. 

At press time, we're just over 50'4. through 
the missions, They're split up into several differ- 
ent categories, and certain types of missions won't 
become playable until you finish earlier ones. The mis- JB h | 
sions themselves come in a huge variety. Some HR 
require that you get through unseen, while in others 
you have to take out eve^y enemy in the mom JRBH 
before the exit appears. Each weapon has sever- SK 


al stages dedicatee to it, forcing you to think of multiple ways of 
using each one. Some of the wilder levels are more like puzzles, 
and can be real brain-benders. 

Overall, we're very happy with the game so far. Well have 
a full review for you once we've finished a fma! U.S, version, but 
so far, it's pretty much exactly what you'd expect. Rut hey r 
k any new Metal Gear is cause for celebration, even if it's not 
■ a whole new title. 

7 

Armed to the teeth, Solid Snake takes deadly 
aim on a virtual enemy... 


Some levels are completely abstract, 
and only vaguely resemble any real 
environment* What this creates though, 
is really fun levels. 


Each weapon has several missions 
dedicated to using it. Fans of the Sniper 
Mode will love the crazy new levels 
Konami has come up with. 


About halfway through the mis¬ 
sions, you'll get the opportunity to go 
on a larger VR "Mission", that con¬ 
sists of about TO stages* 


Bad guys all around, with Bnake hiding just 
around the earner—this is what Metal Gear is 
all about! Even though these ore only training 
missions, you quickly get back the Feel for that 
classic MGS action. 


The VR Missions come complete with a "Ninja ,J 
mode, which, when opened, will allow you to con¬ 
trol the coohas-hell Ninja from MGS , This alone is 
almost worth the price of the game! 


You've still got to be sneaky as the Ninja. The Ninja has all new moves, such as a 
We're not sure if you get to use his Stealth leaping flip* He's also pretty good with his 
ability, but judging by the screens, we're sword, and you can slice some background 
guessing not* elements in' half* 


Hflll 



M 
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Levels 

Sines these are Virtual Reality missions, 
the levels aren't bound to the same rules 
as reality. The creates the opportunity for 
some truly bizarre stages, which are a fun 
change of pace from the gritty, real world 
selling of the original MGS * 



j We're not sure if you're supposed to be 
really small, or if that soldier is just really 
big, but either way, it's totally nuts! 
Hmm.** or you could just be real close*** 




*inod look at the levels from up 
ften notice coal designs 
e "neat" touches that 



What the...? We have to admit, we 
haven't gotten this far yet on our copy^ so 
we have no idea what a UFO has to do 
with anything* It looks cool, though! 
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STEALING CARS 


SEE THE F 
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It goes 0-60 almost as fast as it goes 0-360° 



Slide behind the wheel and fire up one of the 40 most notorious, trick racers ever imagined. 
Rides like the Twin Mill , JetThreat and Red Baron \ Pull airborne endos and spins for the 
first time ever over 10 move-ir-or-Iose-it obstacle courses. Tracks paved with Loop-the-loops, 
Criss-cross’s, Danger-changers plus some serious road hazards. Its pedal-to-the-die-cast-metal racing. 


And the exact opposite of everything they’ll 
try to teach you in Drivers Ed. 

www. ea. c o m/h ot to he elsga m e 


r i 

llllil 




EVERYONE 
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ELECTRONIC ARTS 



tlKironc Arts. Eletrcnt Arts is a iratomak a lepstewl trafemst -si Baitrwc Arts in ire US antor aster amries. «i r#s imd HOT WHFFLS. llama lego and aw Ttt Wtais t**' asatiated traderarte are repM wtensiks *1 Maul. Int. descud toe tv p*™™, «l WaGeUnc Tne imageinf 
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Just -Fine! 






a This is arte of the cooler mini- 
game challenges. You've got to 
move the puck and score a cer¬ 
tain number of goals before time 
runs out—it ain't easy! 


Spvro now has the ability to swim, but 

n doesn't come cheap—you'll have to 
buy this ability with a large number of 
gems. Until then, all you can do is pad¬ 
dle along tne water's surface. 




Before you buy 
the full swimming 
ability, you can't 
dive down under 
the water—you 
just paddle along 
on the surface. 


a Once you can dunk your head under 
though, a whole new world of explo¬ 
ration opens up to you. Many puzzles 
require you to get your wings wet. 


a The swimming controls are easy to 
pick up, and it's a blast to just swim 
around. There's danger in the depths 
though, so watch out where you swim! 
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Spyro 2 is packed 
with funny and inter¬ 
esting new bod guys, 
and you'll have to 
explore every inch of 
every level to catch a 
glimpse of them all. 




2 


soars to a whole new level 


he first Spyro had a great "pick up and play'" quality 
that made you want to just run around smashing 
things. However, the quest itself was a bit dry—there just 
wasn't much variety to searching out the dragons. However, 
after hours of hands-on play, we're happy to report that Spyro 
2 not only appears to have solved that problem, but its at look¬ 
ing to be twice as good as the original in every possible way. 
First off, a huge focus has been put on diversity between 
the levels. Each stage has its own unique story and special 
puzzles to solve. For example, in one stage you come across 
a guy who's lost his animals, and your task there is to round 
them up for him. In another stage, you have to lead a group of 
wayward turtles to safety. Of course, there's plenty of fireball- 
spitting action, too, and each level is incredibly deep 
with lots more paths and out-of-the-way spots to 
find. You can take the direct route and solve the 
main challenge, or you can take a side path that 


4 Spyro 
is such a 
cute 'hi 
critter. In 
the last 
game he was 
voiced by the 
guy who does the 
Taco Bell dog, but this time 
it will be someone different. 


4 Spyro looks like he's 
got his awn version af 
the Rock's "People's 
lyebraw"* Will he Icryeth 
the smacketh dawn on 
the evil Ripto? What do 
you think, jabroni? 


leads to harder tasks. Advanced players wdl want to complete 
everything to earn the better ending, but beginners can get by 
without taking on the really hard stuff. 

Spyro's got a few new moves as well, including a head 
smash, a hover maneuver, and the ability to climb and swim. 
He can also pick up rocks in his mouth and spit them at bad 
guys or other targets. On top of his normal abilities, Spyro can 
use special power-upstations to gain "super'' powers, such 
as flight, a high-jump, super flame breath and more. 

We're really excited about this game. 
The first title was a good start, but Spyro 2 
looks like it will be way better when it hits in 
November, Of course, well let you know 
more once the game is further along! 


4 We're guessing that 
jumping into molten- 
hat lava would end up 
being a really bad idea. 


Of course, flying plays a major role in 
Spyro. In most cases you can only 
glide, but there are certain levels ded¬ 
icated just to flying. Also, in some 
stages you'll find a power-up station 
that will allow you to fly. 


A Soma levels will require you to fly in 
order to find everything and solve every 
challenge. Plus., flying is a great way to 
scout out the area and find stuff. 


A We can't say enough about this 
game's breathtaking visuals- When 
you get up this high, you can get a 
great view of just haw good every¬ 
thing looks as you soar to the ground. 


The graphics and backgrounds in the first 
game were very nice, but the ones In Spyro 2 
are just drop-dead gorgeous. This is easily one 
of the best-looking PlayStation games ever. 
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Worlds td Explore 


Here's a look at the different visual styles used for some of the stages. While each 
level has its own unique characteristics, they all share the same bright, pastel color 
scheme that gives this game such a beautiful cartoon style. Looks good, eh? 


& Burn, baby, burnt Of course, Spyro still 
lias his trademark fire-breath, which is 
just as toasty and looks better than ever. 
You can even power it up now! 


a In the new bonus flying levels, the 
challenges are much more varied than in 
the first game. Far example, in this stage 
you also have to land and ram things. 






*»a 


■a This is just a great shot of the amazing 
graphics in this game. Urn... Thai's really 
alt there is to say, he's lust sitting there. 
C'mon Spyro, it's time for adventure I 


a This guy will help you past certain 
obstacles, but he'll charge you up the 
wazoo* Make sure that you always have 
a bunch of gems saved up! 


NDS IN 

ED ■ ■ ■ 

sure who all of these 
need favors from 
to move on. 
huh? Where's 




.. iar 


mmm 




m A lot of the 
baddies may 
seem pretty big, 
but they will fall 
fairly quick once 
you find their 
weo k n e s s . 
Some of them 
don't tike fire, 
and others can be 
rammed into. 


► These guys can be realjjt tough. You have to jump over the 


explosive crates that they 
enough to them to attack. 


row at you before you can get close 
Watch your step! 




On average, the bad guys seem to 
be much bigger for some reason. 
And talk about dumb—just check out 
the expression on this guy's mug! 


/ . 
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Spyro's little flying friend is 
back to gobble up health- 
replrnishing butterflies for 
you like in the first game. 




:av>: 


Although Spyro has 
cool new abilities, his 
breath and ramming charge 
are still the most useful. 


Mow that you have to pay for 
new abilities and other things, 
it's really important that you 
grab as many gems as you can. 










































































)i&£i3 


r r - , 


IP 


The legendary series that set 
the standard is back! R-Type Delta 
returns with more of the frantic finger 
pounding excitement everyone expects from 
the R-Type series. Get ready for cool new weapons, 
more fiendishly clever levels, outrageous enemies, 
and all new 3D graphics designed exclusively for the 
PlayStation. This is the game that shooter fans 
everywhere have been raving about, so get that trigger 
finger ready and check out R-Type Delta. 


• All new 3D graphics for the PlayStation 

• Dual Shock Compatible 

• 4 ships plus a hidden ship 

* 7 levels of frantic trigger finger frenzy 

Top scorers can post and compare scores 
on the Agetec R-Type Delta web site 


"Awesome original level design, enemies and bo: 

-Official PlayStation Magazine 


PlayStation 
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The planes you get to fly range in look and feel. You'll get to pilot real-life jets like a 
stealth fighter and the F/A-18 Hornet, but you also get to strap into some fantasy jets. 



_ 


A the Stealth fighter is one of many air* 
craft that are based on those that exist 
today in real life. This shot was taken 
using the "Target View" button* 


A Depending on what corperation you 
choose to fight for, you will gain access to 
a variety of futuristic aircraft, including this 
sleek-looking beast* 


A One of our favorite planes in the 
gome has stabilizers all over the place. 
Simply awesome! 


This fantastic jet takes some of its design 
elements from the SR-7I Blackbird spy 
plane (which also happens to be in Hie 
game). Pretty cool-looking, huh? 


D he third sequel to Namco's top rated 
flight combat series has been 
unleashed on Japan and since then, the P3M 
staff has already finished the import version 
of Ace Combat 3; Electrosphere five times. 
The fact that there are five different endings 
to the game is part of what sets this sequel 
apart from the others. Taking a cue from R4, 
the story line of Ace Combat 3 has been 
greatly expanded compared to the last 
two games. With a huge supply of 
anirne-style FMV to support it, the game 
covers two discs. 

Since we have the Japanese version, we 
were onry able to get the general gist of 
what's going on, but it appears the futuristic 
world Namco has created is controlled by 
massive corporations who battle it out in the 
simulated skies of a massive online wortd, 
using traditional and fantasy-based aircraft. 
As you progress through the game, there will 
be several opportunities for you to choose 
alliances, thus allowing you to play on all 
sides of the conflict, good and bad. For exam¬ 
ple, in one mission you have to shoot down 
an airliner, while if you took an different path 
earlier in the game, you would be defending 
the airliner. 

Beyond the innovations n the storyline, 
the graphics are undeniably rapj 
stunning. The little details and fl 
special effects in the massive l^Sj 
environments are even more 
imcnessive than the effoit put 
fctn with Ace Combat 2 i_i<.e 
ihe beautiful Tracks arc cars of 
R4, the graphics here seem to 
be pushing the limit of the 
PlayStation, with a distant draw- 
in and some beautifully stylized 
planes and gorgeous terrain to 
buzz around. The replay you get 
after finishing a mission appears _ 


to have taken much from R4, including that 
cool blur effect, but also includes a variety of 
views to watch the action. 

There will be some limited landing and 
taking off, but you do get to lake pari in some 
mid-air refueling. You'll get at least twenty dif¬ 
ferent aircraft to fly but what you get 
depends on the allegiance you 1 re with at the 
time. The first planes you fly are based on tra¬ 
ditional aircraft, but well into the game you'll 
be flying r n some highly stylized aircraft from 
Namco's imagination. There are also f ar more 
weapons in the game, including lasers and 
bombs to look toward to. 

Impeccable control has never been an 
issue with the senes, but there are a couple 
new editions, the first being Dual Shock 
vibration. You also get a new target button 
which, when tapped, will change targets, but 
when held will change the camera to show 
their positions ail around you. You also have 
camera controls for looking around iike tradi¬ 
tional flight si ms. Lastly look forward to a 
whole new HUD display with some very use¬ 
ful additions. 


You've got bogey dead in your sights, miss He* 
locked on, and you're closing in fast*— this is Ace 
Combat at its bast! Just be careful not to smash 
into the cliff sides, and that bogey is toast* 


As if aerial 
combat isn't 
enough, now 
you have 
character 


The replay is 
about as fun to 
watch as il is to 
play. Well, maybe 
not, but it does look 
pretty darn good. 


Like the last Ace Combat you will 
face a variety of missions, but 
beyond attacking of ground and air 
targets, the dogfighting and 
Combat Air Patrols, you will also 
get to try your hand at some fairly 
innovative levels, including one 
where you leave ihe planet's 
atmosphere in a spacecraft and 
eliminate some satellites. 


Later in the game, 
through a bunch of 
rapidly closing door: 
claustrophobia! In «■ 
frowns an this... 


After couple of different missions, 
you get to try your hand at mid-air 
refueling. This kind of dose order 
flying requires a steady hand. 


Air to air combat is the focus of 
most of the game. Check out the 
missile, which hit its target in the 
distance- Fox 2E 
























































































wdiKing Detween worlds,,. ^ 

Traveling the toad of souls from Uveside to iWhtf 

And back again. 

A dead man is coming, skull in one hand, 

flambeau in the other... * 

■■ 

a voodoo mask in his chest .. 

and fines of power in his back. 


A possessed man is coming, 
stalking evil in tenements and deserts, 
subways and 


swamps, 

spirit world and real 


Shadowman is 


coming... 

stop the Apocalypse. 

To save your soul 


fed by Acclaim 
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The New Pinal Fantasy VIII 
Action Figures have such exquisitely 
molded detail, you'll almost think they’re 
real. Whether it’s the awesome power 

RAM a * S<,ualt ' tf> e #vit star8 
HA I Seiler or the cunning strength 

« ot Rinoa, you can now have 

the incredible action ol one ol the 

hottest video games brought to life. 

So, if you’re into Fantasy, get real. 


Squall 

Leouhart 


REALITY 

A I I A A A I Ml ft M A A i 


Irvine 

Kinneas 































Publisher 9E9 Studios 
Developer 9B9 Studios 


Release Date Fell 
Type Racing 
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989's got more speed and better looks 


k Artificial intelligence means Hi at 
opposing raters are smart, but they can 
make the same mistakes as you, like 
smashing into walls. 


■ The maps are more than just eye 
candy-they show where grappling 
points are* You should memorize them 
as quickly as you can. 


f f A Everyone's ~ 

Favortie flying jet skis 
are back for a third time* 
Racing has never been faster 
and more furious* 


Certain levels ore more reminiscent of 
Wove Race than others and, like that 
gome, waves make great romps* 


D he spiritual answer to "Wave Race for the 
PlayStation, in many ways, is Jet Moto. In three suc¬ 
cessive games though, the game has moved further and fur¬ 
ther away from the stunt-style racing, and more and more 
towards blistering race-pace. The latest version takes the 
theme ever further in terms of gameplay, but adds better 
graphics and new tweaks to action. 

The first two games were made by SingleTrac [purveyor 
of Warhawk and Twisted Metal), but this one has been pro¬ 
grammed by 989 affiliate, Pacific Coast Power and Light. The 
stunts are still there-indeed, there's even more combinations 
possible, including a brand-new bunny-hop move-but yet 
more thought has been put into making the racing faster and 
even more furious. 

The game is expected to run at a full 30 fps by the time 
it's finished and right now most tracks are running at that 
rate. Some of the more complex tracks, though-including an 
Endor-styte forest (complete with tree vsllagej-are being 
tweaked for maximum efficiency. 

There are 16 tracks to choose from initially and players 
can play one player Practice, Single Race or Season Mode; 
choosing from four difficulty settings: Novice, Semi-Pro and 
Expert or two player Head-to-Head and Circuit Mode. Jet 
Moto 3 also features a stunt mode with five stunt tracks. The 
point of stunt tracks is to reach a point target by pulling off 
tricky aerial maneuvers. Normally stunt tracks will be avail¬ 
able as a practice option. 


Another new addition is the inclusion of hidden coins 
(very original), which will open up the stunt mode if ten are 
collected. These coins will be located in hard to reach places, 
but since your jet bike can ride on any surface-including walls 
and ceilings-they should be just about attainable. 

The grapple, which was used to take sharp corners, is still 
in the game, but there's a new addition in the form of the 
powerslide; hitting gas and brake at the same time allows 
you to take corners with a rally-style sliding motion, Tough to 
master, but essential for great race times. 


Even if you miss the ramp, there's still 
heck of a lot slower* 


a way around, it's just a 


A THE POW££5UDEi This new addition to 
the Jet Moto arsenal is especially inter¬ 
esting. It's possible to powerslide up a 
banked surface and then shoot off at the 
perfect angle. 


A THE AIRBRAKE: Not strictly new, but 
certainly imperative* Braking in midair 
allows you to correct speed and angle 
for that comer way down on the ground 
in front of you. 


A IKE BUNNYHQP: Allows you to hop 
over obstacles that might otherwise send 
you flying off into the stratosphere. 


Kaceihnm^ittie I 
-Jierh, srcfnl / 
laiimAS -nd V. ™ 
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The designers of Jet Moto 3 have 
made two very important changes to 
the overall design of the game. 
They've widened the tracks for one 
thing, and they've sped up the action 
by a ferocious amount. These two 
changes cancel each other out in one 
way; you have more room to maneu¬ 
ver, but by the same token, comers 
come up a heck of a lot faster. The 
twitchy reactionary gameplay means 
that Wipeout fans will feel a certain 
sense of Deja vu. 


a Secret routes, ala San Francisco 
Rush, are everywhi-fe and are likely ho 
contain hidden corns 


A The lava is harmless to you and your 
bike unless you hit it head first, in which 
case you'll be broiled to perfection. 


A The wider tracks should result in 
Faster lap times, allowing gamers to 
set more new speed records. 
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THE INSIDER'S GUIDE TO THE NEWEST VIDEOGAME TOY RELEASES 



almost overnight. But one segment of the newly rejuvenated toy market 
has emerged as a consistent source for innovative, and often times more 
importantly, financially successful figures: videogames. 1998 enjoyed a cas¬ 
cade of hit videogame toy lines, from ReSaurus' Duke Nukem and Crash 


secured or are being pursued for toys in the coming months, and the toy 
experts at ToyFare: The Toy Magazine are ready to dish the scoop on what's 
hot, new and exciting. So fasten your seatbelts and start saving 
your allowance, because the best is yet to come! 


Akuji's one bad voodoo dude, and thanks to the 
expert toymakersat Precision Designs, he’s head¬ 
ed tor toy stores this summer. According to 
Precision Designs' Dave Denton, the Akuji toy 
features soft plastic dreadlocks, a glowing bone 
mask and a glowing belt made of human skulls... 
very, very creepy 1 

In addition, Akuji will offer up what Denton 
calls "advanced articulation," having the ability to 


bend at the waist and chest, so that he can strike 
a bowing pose. “He J s an action-oriented charac¬ 
ter, so he'll be much more articulated than the fig¬ 
ures people are used to seeing," Denton 
explains. " His waist articulation is based partially 
on that of the Archer figure used in the film Small 
Soldiers.' 1 Look for Akuji in toy stores everywhere 
late this summer. 


tliis guy 
is about 
the same 
size as 
Barbie; 
he can 
party in 
the 

Dream* 

house. 


"ReSaurus is the leading videogame action figure 
company in the toy industry," says ReSaurus 
president Kevin Havens, rather unabashedly. But 
its track, record, which includes every videogame 
property from Crash Bandicoot to Quake, backs 
up the statement pretty solidly. 

Next up for ReSaurus is Crash 
Bandicoot Series 2 t which . Mk 
promises the same dead- 


on sculpts and action of the first assortment. 
Included this time are game favorites High-Flying 
Crash, Deep-Dive Crash, Moto Coco, Dingodile, 
Dr. N. Gin and Dr. N. Tropy. Like Series 1, each 
figure wili come packaged with a number of j 
accessories that capitalize on the funky 
gameplay of the videogame senes. 

These figures should hit ^V 
■ft stores this summer. *Tm/r ' 


if you liked the first Crash 
series, rhea you're going to 
flip far these with a more 
poseabfe Crash Bandicoot 
and even more accessories 
and vehicles. With any luck, 
wo'|l see Crash Team Itormg 
cars next year! 


AKUJI 

TH,E HEARTLESS 

.ft ' 


In the world of action figures, there are few constants. Trends come and go. Bandicoot to Toy Biz's Video Game Superstars assortments, and this year is 
toy lines rise and fall in popularity and toy companies grow and deflate shaping up even better. More than 20 videogame licenses have been 
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DARKSTALKERS 3 



■■ 


While the guys at BeSaurus consider 
themselves the kings of the videogame hilt, 
Toy Biz has quietly developed a roster 
worthy to challenge that title under the 
Video Game Superstars umbrella, which has 
included the first Lara Croft figure and the 


you ask? A three figure assortment based 
on Capcom's Darkstalkers 3due out late this 
summer Each of the primary characters in 
the line is accompanied by a small sidekick 
to round out the lineup. John Talbain with 
Baby Bonnie Hood, McDermon with Ghost 
Doctor and Demitri with Lilith look to be the 
most colorful Video Game Superstars yet. 


Resident Evil crew. 

What's Toy Biz's hottest new offering, 


These guys seem to be o bit larger than your standard five inch Toy Bti figures and the sculpting 
and color scheme Is certainty over the top* They're even better than the Japanese Dark stacker toys,, 
known os Vampire Saviors over there, Tou also have to Jove all the cute little sidekicks. 







is teaming with Diamond Comic 
Distributors to release action figures based 
on the game's Guardian Forces, As is the 
case with Bandars figures, the line will 
focus on detail over articulation. 
September sees the release of Odin with 
his steed Sleipnir, the multi-headed canine 
Cerberus, the sea witch Siren and the 
demon-like Efrite, while a second line is 
tentatively planned for November. 

Idea the witch is, in our 
opinion, the coolest of all the 
i Jr Bandai FFVltl figures and is 

- looking to be the rarest. 


Fans anxiously awaiting Final Fantasy VII Is 
U.S. release can add a pair of action figure 
assortments based on the hotly coveted 
game to their wish lists. 

Bandai, best known for its Final Fantasy 
VII import figures last year, plans on the 
release of nine highly-detailed figures that 
should coincide with the game's debut. 
Four figures—Squall Leonhsrt, Seifer 
Aimasy, Rmoa Heartilly and Zell Dincht— 


are due out in late August, while a second 
assortment of four—Laguna Loire, Quistis 
Trepe, Irvine Kinneas and Selphie Tilmitt— 
should debut a month later. And die-hard 
collectors should keep an eye out in 
September for a boxed set that will include 
Squall, Zell, Selphie and the villainous 
witch, Edea. 

Meanwhile, Palisades Marketing, who 
released the Tekken 3 figures late last year, 


Most of the 
Bandai figures 
will come 
with some sort 
of weapon. 


If The V 

K Band oi V 
m FFVltl fig- fl 
W ures Feature • 
" very little 
articulation,, 
but expect some 
a maxing sculptinc 
as is apparent 
from these shots* 


The 

Guordion 
Force figures 
are simply 
Incredible* 
You've never 
seen toys like 
these before. 


These are basically sculp 
lures, but the level of detail 
rs way up there* 
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game/' says Kevin Havens. "We didn't 
have these references earlier in the year. 
The new lineup is better and includes even 
more accessories. 1 ' On tap for the plastic 
treatment are Private Gex, Snowboard Gex, 
Count Gexula, Secret Agent Gex, Skeleton 
l Pirate, Rex and Moo Shoo Pork. 


The international gecko of mystery is finally 
set to see toy store shelves later thss year, 
thanks to ReSaurus, whose initial plans for 
the line have changed since February's Toy 
Fair International, when it announced three 
Gex twcnpacks. "We redeveloped the Sine 
after seeing the coo! characters from the 


The unpainted figures to the left 
are examples of what early sculpts 
look like. To the right are me 
finished products, which have as 
much personality os the Crash line, 
Resaurus is really trying to claim 
the spat as the top videogame 
toy manufacturer., 



McFarlane Toys notched a major hit earlier 
this year with its well-sculpted, super acces¬ 
sorized Metai Gear Solid line. That line was 
recently bolstered with clear, "stealth" ver¬ 
sions of Solid Snake, Ninja and Psycho Mantis 
that were packaged one each per case But 
will the rest of the game’s killer cast ever get 
the action figure treatment? 

J, At this point, there's a 50/50 chance," 
explains McFarlane Toys director of 
communications, Steve Flarmady. "We 
want to do it, and Konam? wants us to. 
But we're simply too busy with other 
fines to commit sculptors to it at this 
point, and if we can't get Metal Gear 
Senes 2 out by December, it's highly 
unlikely that it'll happen." McFarlane did 
coliect fan submissions for the possible sec¬ 
ond series, however, with Naornif Hunter, a 
Genome soldier and variants of Solid Snake, 
Meryl Silverburgh and Sniper Wolf ranking 
high on the wish list But the news that will 
have most MGS fans buzzmg, though, is the 
possibility of Rex coming to toy stores, 

Fans shouldn't fret, however, as there is 
some hope that these will see the light of day. 

Jj lf another Metal Gear 
game rs released in the 
States," says Hamady, 
"there's no doubt well do 
the figures.' 1 


Before the Phantom 
Menace toys hit stares, the 
Metat Gear Solid line was 
the best selling action fig¬ 
ures in the industry* The 
dear figures (emulating 
the stealth suit) can still be 
a little hard to find on 
stare shelves, though. 


quake 


"V 

% 



ReSaurus had a hit on its hands with its 
Quake toys earlier this year, and plans to fol¬ 
low it up with the Quake II; Upgrade 1.5 line 
this summer. The Quake II assortment, 
which includes iron Maiden, Female Marine 
Lotus, Tank Commander and Marine Viper, 
will pack the blood 'iY guts accessor-es and 
attention to detail as the first line, 




And as it that wasn't enough, plans are 
already in place for Quake III: Arena toys. 
"These will be some of the most highly 
detailed figures on the market," remarks 
Kevin Havens. Expect to see Sarge, Sleeg r 
Klesk and Slash in toy stores late this year. 


The Marine and 
Sarge above are 
very si malar with 
differences in color 
arid head sculpting. 
Expect tons of 
weapons to packed 
with these guys and 
the female. Slash, 
on the right. The 
creatures Sleeg and 
Klest, to the left, 
are the caof ones 
in this new line. 
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The venerable Mortal Kombat characters, 
who aiready popped up several years ago 
in a Gi Joe-style toy line by Toy Island, are 
about to see light of day once again. Two 
companies are producing Mortal Kombat 
action figure assortments: Palisades 
Marketing and Infinite Concepts. 

Palisades' plan for the figures promises 
to follow in the footsteps of the Tekken 3 
line: four 7-inch figures that offer super 
detali with limited articulation. These are 
due out in fate '99, and characters will 

■ 4A 


According to Infinite Concepts, 
these new hyper-artirul<3ted MK 
figures can be balanced on 
one foot on any surface, even 
dirt. They hove joints in their 
feet! These figures will 
actually be fun to play 
with rather than just 
look at. 


include Goro, Raiden, Sub-Zero and Sonya 
Blade. More will be available since 
Palisades has the license for three years. 

Infinite Concepts hopes to have its six 
figure Mortal Kombat line in stores this 
summer. The young company lias broken 
new ground in terms of action figure 
design, incorporating a never-before-seenj 
shoulder joint that accurately mimics the 
human deltoid muscle and offers a full- 
range of motion, In addition, the patented 
Center of Gravity Joint Integration System, 


a jointed foot mechanism that enables a 
figure to shift its weight just like a person, 
will make its debut in this line. Infinite 
Concepts has Liu Kang, Sonya Blade., 
Sub-Zero, Scorpion. Katana and Shang 
Tsung ready for the initial offering, while 
future plans call for Goro and grudge-match 
two-packs. 

There are also rumors of a possible 
Special Forces line of accessories and 
weapons to support the new Mortal 
Kombat actipn/adventure game. 


T:. 


.Yu 
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Toy Biz's two Resident Evil lines 
last year broke new ground for 
the company, introducing grittier 
sculpting and increased detail 
than previously offered, This 
summer sees the release of the 
Resident Evil 2 Platinum series,, 
rounding out the cast of the 
blockbuster second game. 
While the earlier lines concen¬ 


trated on action features, this 
assortment is made up generally 
of two-packs. The newest addi¬ 
tions to the line include Ada 
Wong with Ivy, William Birkin 
with daughter Sherry, hidden 
character Hunk with a newly 
sculpted zombie ana Mr X, who 
comes with snap-nn accessories 
to transform into Tyrant. 




Ha-do-ken I Street Fighter, perhaps the most 
widely known fighting game ever, is prepay- 
ing for yet another toy tour of duty. 
ReSaurus has secured the rights, and plans 
to win over fans iet down by the Street 
Fighter assortments in the Gf. Joe line from 
Hasbro and Toy Biz's Street Fighter Vs X- 
Men figures. 


The first series, due out this fall, includes 
Ryu, Ken, Blanks, Chun-Li, Alex and Vega 
and promises to be exquisitely detailed. 
JJ Gur plan is to produce every character from 
the games, for collectability," says Havens, 
suggesting that the line will be long-lived. 

Bui that's not aft; ReSaurus is also pro¬ 
ducing a set of Pocket Fighters figures, fea~ 

The Street Fighter 
figures to the left have to 
he the best recreations in 
plastic of the legendary 
characters ever done, 
although they * re not that 
passable- They are pack¬ 
aged nicely, though! 


These are bizarre, but 
that's why we love those 
super deformed Street 
Fighter characters from 
Pocket Fighter. 


turing Ryu, Chun-Li, Akuma 
and Ken, also due later 
sometime this year. 
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Lara Croft, the videogame world's hottest 
babe r should see a lot of action this year on 
toy shelves courtesy of Playmates, who 
intend to release Lara Croft toys in three 
sizes: 6-inch, 9-inch and 12-inch. 

With two 9-mch Croft figures already 
out (Lara in wet suit and Lara in Jungle 
Gear), Playmates will complete the set 
later this year with Lara in Area 51 outfit, 
complete with a detailed base and remov¬ 
able weapons, but limited articulation, 

The three figure 6-inch assortment 


Following the trend set by this year's ini¬ 
tial Jekken 3offering, Palisades is releasing 
a four-figure line of highly detailed, well- 
sculpted figures with limited articulation. 

Making the cut this time around are Hechachi, 
Yoshimitsu, Devil Jin and Ogre, ail available this sum¬ 
mer. In addition, Palisades has teamed with Diamond 
Distributors to offer exclusive glow-in-the-dark ver¬ 
sions of the figures. Soul Calthur figures are next, but 
don’t rule out more Jekken figures in the future. 


should be out in early fall, and all will offer 
up a gun-toting Lara in action on a diorama 
pitted against an animal foe, There's stan¬ 
dard Lara with a bengal tiger, rappelling 
Lara with a Yeti and Underwater Lara with 
a shark. Be on the lookout for a keen set 
that offers Lara with her motorbike, 

And last, but certainly not least, comes 
the silky-voiced talking 12-inch Lara r who 
spouts hundreds of familiar phrases from 
the game and sports fabric clothing and 
rooted hair Woo-hoo* 
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PARAPPA THE RAPPER/ 

UM JAMMER LAMMY 

Fans anxiously craving PaRappa toys 
previously only available in Japan can start 
lining up, as ReSaurus is inches away from 
signing a deal that will have PaRappa and 
company dancing in American toy stores as 
early as this Fall !f all goes according to plan, 
ReSaurus will release a PaRappa line this 
year, and a follow-up Um Jammer Lammy 
series next spring. The only question is 
whether these figures will be two-dimen¬ 
sional as rumored, like the game, or the 
standard three-dimensional fare. 


How cool is 
this? Wow I 


No, this 
isn't a DC 
character, 
but it could 
be, if 
Resourus 
pets lucky* 


WIPEOUT 3 

Yet another hot prospect 
on ReSaurus' plate, the cool spacecraft of 
WipeouiwM land In toy stores as a tine of 
dse-cast collectibles sometime next year. 


DJNO CRISIS 

ReSaurus, is in hot pursuit of the rights to 
what promises to be one of the coolest new 
"Survival Horror" games from Capcom, 

DOOM 

Me Far lane Toys will serve up a line of Doom 
figures, thanks in part to owner Todd 
Me Fa Jane's recent agreement to script the 
upcoming Doom film. 

RESIDENT EVIL FAMILY 

12 ,r vinyl characters from Palisades will be 
available soon for $15-20. 


This mechwarrior figure, 
Mcdcat, will feature articula¬ 
tion everywhere you would 
expect to find it. 


Even though most of the big-time 
videogame properties are sewn up r there 
are always new contenders coming down 
the pike. The toy mavens at Toy Fare maga¬ 
zine cashed in all their favors to deliver the 
goods on the hottest late-breaking toy 
rumors and action figure possibilities, so 
read 'em and weep, since you won't be able 
to get your hands on these toys for awhile 1 


MECHWARRIOR 

Palisades Toys has secured the rights to pro¬ 
duce M&chWamor toys, and intends to have 
a line of heavily detailed mechs available in 
late r 99, including Madcat, Vulture, 
Awesomne and Atlas. 


MEGA MAN 

Rumor has it that Bandai is intent on follow¬ 
ing up on the success of its Japanese Mega 
Man line, known there as Bookman, with an 
American release. If the Japan releases are 
any indication, the new line'll be highlighted 
by super payability and snap-on weapons 
and armor. 


To get the best, most up to the moment info on the world of action figures, we went straight to the experts and recruited Dan DiGiacomo 
of toy Fare Magazine to put together this feature for you. ToyFare Magazine is by far the best source for Action figure news, as well as 
a great source for a good laugh. Check it out at your local comic book store. 







































































The Mail Service 

Hold Mail Authorization 

PLEASE NOTE: This service expires 90 days from the stop-mail date 


Address 


Customer Signature 


Date Received 


If option A is selected pfease fill out below 


Date to Resume Delivery of Mail 


Note to Carrier: All undelivered mail 

has been picked up 


Official Signature Only 


Official Use 0 


A. 

B. 

| | Please stop mail until 1 return. 

| | Please resume normal 

1 will pick up all undelivered 

delivery, and deliver all held 

mail, 

mail, on the date written here. 


^ Date to Resume Delivery 


Please stop mail for: 

Name 

Date to Stop Mail 


Cleris 

Lot Number 

Carrier 

Delivery Route Number 
























T oo bad fheres no indefinite date box to check 
on those post office forms. Since you have no 
idea when you II be returning. Everything you do in this 
game will have an impact on the way the |ourney ends. 
If it ever does. 

You start on a quest that begins at the edge of the 
universe. And ends - well thats entirely up to you. Every 


an impact on the course of the game. 

Even your emotions determine the fate of your 
journey. You may choose to be romantically linked with 
another character, or you may choose to remain friends. 
But no matter what, it will affect your path* And more 
seriously, if a friend dies in battle, you II feel incredible 
rage that will cause you to fight with even more furious 



single person you 
meet, every step 


com 


moves 


ision 


you make will ulti¬ 
mately shape your 


t* "iJ^rcrs ci-gs.jir.? sh js 
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must create many 
items from raw 
materials. And to 


do that you will 
then find yourself 
mastering difficult 
skills like alchemy, 
metalwork, song* 
writing, and even 
cooking. 


every single living 
creature with a 


great meteorite 
that is quickly and 
furiously hurtling 
straight for your 
planet. Ferocious 
monsters threaten 


yourseif braving 


at every turn. Evil magic lurks in the shadows. And to raise 
the stakes, questions of identity hang in the balance. 

So you must battle against the evil and hideous 
monsters in real-time, polygonal combat. You can 
customize complicated combination moves and set 
up decoys to take the fall. But no matter what, there s 
still no end rn sight. 

Because who you choose to talk to and share 
information with will greatly affect you. Characters can 
think and feel for themselves. Some will |oin you on 
your quest, others will betray you. And to add to the 
challenge, you have the option of playing two different 
characters, both unique in personality and both having 


the countless routes while traveling through this game. 
And there are over 30 endings. The deeper you de»ve, 
the more you II discover that nothing — no detail, no clue, 
no conversation, no skill =can be taken for granted. And 
that anything is possible. Including the fact that you might 
not ever make it back. 

DISCOVER WHATS OUT THERE* 



WWW* PLAY5TAT 1DNXOM 



EVEflVONt 
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Legacy Df Kain 

rhe LuailHrhrough 

t's been a year since the first release date set for 
the sequel to Legacy Of Kain came and went 
but folks, Kain is here and is well worth the wait. 

This is like nothing you've played before, not to mention that the 
games main character, Raziel, is very well developed and looks 
extremely cool. Also remarkable are the lack of any load times; an 
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oul Reaver 


incredible feat on its own. The puzzles in the game are 
creative, to say the feast, with puzzles inside of puzzles, 
you're definitely going to need some help if you're going to 
finally face Kain, but don't worry, the following guide will get 
you through every step of the game. We couldn't fit it in one 
issue, however, so look for the conclusion next month. 


This guide contains a walkthrough 
of Kain: Sou! Reaver and should 
only be used when necessary. 



Found aiter being broken over Raziel's head in the 
Pillars, the Soul Reaver is his main weapon. When 
Raziel is at less than full health and in the Material 
Plane, he remains in an unequipped stale, As long as 
Raziel can maintain his full health, he wif! be able to 
hold the Reaver in the Material Plane. Plus, the Reaver 
keeps Raziel's energy from decreasing from the strain 
of existing in the material plane. 

There is one Forge for the Soul Reaver and that is 
the 'Fire Forge', found after defeating Rahab and 
receiving the Swimming ability. The Sou! Reaver will 
onty need to be imbued with fire to transform it into the 
Fire Reaver, which has a devastating Force Projectile, 



The 'Fire 
forge' is 
found offer 
defeating 
Rahab. 





Material Plane 

This is the Plane that all living humans and creatures 
live in, When Raziel is in this plane, it is s bit tougher 
for him to survive. His health is constantly being 
drained from the burden of trying to maintain his phys¬ 
ical existence. Only when he holds the Soul Reaver 
and is in full health will this constant draining of life be 
postponed. He must feed on souls of the slain ene¬ 
mies to maintain his health. 


Raziel's 
health is 
constantly 
being 
drained 
from the 
burden of 
trying to 
maintain 
his physical 
existence. 


Spectral Plane 

This is the only existence known to Raziel for thou¬ 
sands of years. This is the realm of the living dead and 
souls that are lost and can not find their way. Here in 
this dark and foreboding existence, Raze! is not able 
to manipulate objects, such as stone blocks, switch¬ 
es, levers or even normal weapons Raziel's Spectral 
Health is always siowiy increasing in this realm 




Planar Portals 

The glowing blue spirals that appear almost every¬ 
where in the Spectral Plain are Planar Portals. Raziel 
can shift into the material plane when at full spectral 
health with the help of these matter-gathering pedals. 
Step into the center of them, press the select button, 
choose the Plane Shifting Glyph spell, and press the 
Square button. Vote, you are alive! Raziel can shift 
back to the Spectral Realm at any time he chooses 
with or without a good health status, 


Raziel 
can shift 
into the 
material 
plana with 
the help 
af these 
matter' 
gathering 
portals- 


h f ^ 


In this dark and foreboding existence, Raziel is not 
able ta manipulate objects. 



houj to kill a 


Uh huh, fire 
fire, fire! 


vampire 


Vampires can be killed in a few different ways. After 
beating them into a paralyzed state, pick them up 
using the Triangle button, hold them, walk, to the haz¬ 
ard of your choice, and either submerge them in 
water, or expose them to sunlight. When you are 
armed with a spear, staff or pipe, you'll have to impale 
the vampire to kill it (triangle button + paralysis). 


m f. 


When you are armed 
with a spear, staff or 
pipe, you'll have to 
impale the vampire- 


Submersion in water is extremely 
deadly to vampires. 


V 
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The world of Nosgoth is a 
wondrous, but confusing 
place. It is really easy to 
get lost and, with all the 
switching between planes, 
it's as if there are two worlds 
to explore. The following 
map isn't an actual 
representation of IMosgoth, 
but more of a flow chart 
linking all the areas you have 
to go to get to others. 

L___ 



Th e Necropolis 
(Skinner Level) 


Drowned Abbey 
(Aluka level) 


I 


J 


Nosgnth 


The City 


[ 


Water 

Glyph 


"Hub A 1 


"Ash Village" 


Oracle's Cave 


fumb of 
S era fan 


Fire 

Glyph 

-L 


n ._ 

EI-HHH 

; Underworld 

i _ 


"Hub B" 

:_r 



Silenced 

Cathedral 

(Wall- crawler level) 


The 

Pillars 


Sou nd Gly p h 


Sunlight Glyph 


power ups 

Theses no room in Nosgoth for such litter f Actually, a 
few goodies are scattered here and there, but there 
isn't much. Here is what you will find: 

Glyph Energy Power-ups 

These Power ups replenish your Glyph Energy Points 
found in the 'Select Button Menu,' which gives you 
the ability to cast Glyph Spells. These are bluish in 
color; balls of energy that are usually lying around or 
discharged from a 
dying enemy. There 
are different sizes of 
power ups, which 
give different amounts 
of points. 

These little 
blue power ups 
replenish your 
Glyph Energy Points. 

V 



Eldritch Energy Power-ups 

These are the rarest of all power ups. They look simi¬ 
lar to the Glyph energy power ups only they are trian¬ 
gular in shape. When taken, these babies will increase 
the maximum 
amount of 
Glyph Points 
you can hold. 

The Eldritch 
are the rarest 
af power ups. 



Health Power-ups 

These are yellow swirls that are in pie pieces 
that increase your Material Health Spiral, If you 
get five of these, Raziel will reach his highest 
health capacity, increasing the size of the Health 
Spiral in the lower right comer of the screen. 

If you get five of these, Raziel will reach his 
highest health capacity* 


Souls 

The most common power up found in Nosgoth. 
Souls are greenish balls of floating energy discharged 
from most of the enemies in the game. These will 
replenish your Spectral and Material Plane health. 


Souls ore the most 
common power up found 
in Nosgoth* 



warp gares 

Just about every territory in Nosgoth has one of 
Mo hi us's space and time traveling devices located in 
a convenient area. Once an area with one of these 
Gates has been visited, Raziel can step onto any Warp 


Gate and dial in the correct symbol that represents the 
given territory and travel to it, regardless of what plane 
he rs in. Warp gates are marked on the map with their 
respective territory symbols. 

Raziel can step onto any Warp Gate and travel to any 
territory as long as he's be«n to that territory before- 




Map Location: Under One 

You gain control of Raziel after waking 
at the bottom of the Lake of Lost Souls, 
The Elder God preps you for your jour¬ 
ney, The first ?evel of the game is devot¬ 
ed entirely to getting you familiar with 
Raziel's moves and his environment. As 
long as you follow the on screen direc¬ 
tions that appear upon entering a new 
area, you will be well on your way to 
sucking souls at your leisure. 



Raziel is cast into the Lake of Lost 
Sauls. He's in over his head.,* 


Map Location: Training Two 

After killing the two Dumahim 
Vampires and absorbing their souls 
m the Vampire room, slide the stone 
block to the left wall and jump up to 
the ledge This will take you into the 
Pillars level. 
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Canyon 

Map Location: Pillars 

Enter the canyon to the right of the Pillars Clan building. 

Map Location: Cliff Pillars 

Visit the Canyon Warp Gate ana then walk across the 
suspension bridge. 

Map Location: Cliff 

Raziel's clan territory is to the west. Jump high 
and glide to the ledge that Razsel is facing after 
the cut-scene. ' 



Raziels elan 
territory is to 
the west* 


HUB A 

Map Location: 
Hub A 

Hub A i$ a transi¬ 
tion area that connects all of the western territories. 
You are now headed to the Necropolis {Skinner Level). 


Map Location: Hub A 

To get to the Necropolis, go through the left door in the 
Throne Room, head to the right at the top of the ramp r 
open the door, and enter the Octagonal courtyard. 

Octagonal Courtyard 

Map Location; Hub A 

Go up the spiral stairs to the top of the tower and pull 
the drawbridge switch inside. 


bonus area 

Puzzle Difficulty Rating: 

When you have the Constrict ability and the Force 
Projectile, return to this area to get the Health. 


\ 


Eldntch, and Glyph Energy Power Ups. Constrict 
around the center dial and aim it at a bridge, then trig¬ 
ger the wall switch to gain access to the Bonus Areas. 
In the block room, stack the three boxes using the 
center platform and then jump to the Glyph Energy 
platform. 



Wh&n you 
have the Constrict 
ability and the 
Forte Projectile, 
return to this 
Bonus area. 


hr ®W 



— 
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Puzzle Difficulty Rating: 1 
Map Location: Skinner 

When you come to a room with a stone block and no 
exit, push the block up against the left wall to access 
the clan of Melchahim. Use the Melchahim building 
stairway to get to the room above and enter the door 
there. Keep moving forward through the Warp Gate 
room, ana out to the small lake. 


► Push Ihe block up against 
die left wait. 


Exterior 

Puzzle Difficulty Rating: 



bonus area 

Puzzle Difficulty Rating: 

Map Location: Skinner 

In Skinner 3 Small Crypt, return with the Soul Reaver 


Map Location: Skinner 

Raziel will find himself outside 

next to a large body of water. For now, cross it using 


and stab the crypt on the bottom floor, Enter the pas¬ 
sageway and stab the dark gray wall. Inside you will 
find two large Glyph Energies and an Eldritch power 
up, 

;■ Slab the crypt on the bottom floor to reveal a secret 


the slabs jutting out of the 
water, jump across to the oppo¬ 
site side and continue through 
the Small Crypt (Skinner 3) ana 
the following areas until you 
reach the Large Crypt, 

Croit Hie water using the slabs 
jutting out of the water. 



: 
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lump down to the scaffold located on 
either walk 


Large Crypt 

Puzzle Difficulty Rating: T" 

Map Location: Skinner 

In the Crypt, you will find a locked door, 
so shift into the Spectral Plane. Use the 
ledges that grew out of the wall near 
where you entered Shift into ihe 
Materia! Plane at the top of the sedge, 
jump to the ! edge in the back of the 
room and lift the block over the right 
ledge and into the alcove. High jump 
and glide up to the rafter in the next 
room and then jump down to the scaf¬ 
fold on either wall. Ride it down to the 
bottom and take the Stone Block from 
one side of the room and into a hole 
near the door on the other side of the 
room. Doing this opens the doors that 
connect the two rooms. Go back into 
the first room and return to the rafters. 
Shift to the Spectral Plan and jump to 
the raised scaffold, then to the far ledge 
and shift back to the Material Plane, 


Hallway 

Puzzle Difficulty Rating: 1 
Map Location: Skinner 

In the next room, put the two blocks 
with symbols facing out into the two 
empty alcoves to open the gate. 


Exterior Lake 

Puzzle Difficulty Rating: 

Map Location: Skinner 

Go forward until you are above the large 
body of water you jumped across earli- 
black off, jump down to the 
on top of the block 
the beam, 
both to the 
: :r st the 
ism to 


Lift the block over the right ledge and 
into the alcove to open the upper door. 


Move them 
both to the 
right up against 
the wall. 


Map 

Location: 

Skinner 

Follow the \ 
path to the 
Cove and into the 
clan building from the left path. 

Main Crypt 

Map Location: Skinner 

In the main crypt room of the dan build- 
ing, activate the elevator switch, ride it 
down, and enter the Engine Room. 

Engine Room 

Puzzle Difficulty Rating: ^5 
Map Location: Skinner 

Staying on the upper ledge of the room, 
activate the switch and turn the crank 
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at any FuncoLand store with a 
$10 deposit and receive FREE 
Dino Crisis Special Elite Task 
Force Dog Tags when you 
return to purchase the game! 

White supplies last. See store for details. 


when you buy Dino Crisis at 
FuncoLand you will receive a poster 
size Dino Crisis Mission Map that is 
full of hints, tips and strategies. 

Quantities are limited. 


at your nearest FuncoLand store and 
reserve Dino Crisis with a $10 deposit 
before September 16, 1999 to secure your 
copy of Dino Crisis. When you return to 
purchase the game you will receive your 
FREE Dino Crisis dog tags. 


Quantities are limited Limit one per customer. 


Visit us @ www.funcoiand.com 
You can now order on line! 


Trade in your pre-piayed games at Funcoland! 


Limit one oer customer. Offer good while supplies last, No dealers please. Prices ana offers are good through September 31.1999=. Manufacturer 
reserves the right to delay game title at their discretion CARGOM and CARGOM logo are registered trademarks Of CAPCGM CO, LTD. DINO CRI¬ 
SIS is a trademark of CAPCGM. PiaySlatlofl and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. § 1999 
Funco, Inc. Funcoland is a registered trademark ol Funco, Inc All rights reserved. 
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on either side of the Engine Room. 
Return to the elevator and 
up to the main crypt room 
'ever in front of the 
this room will now a 
the lowered floor and 
block in the 
Pulling it will open one ot the alcoves in 
the wall to the right. Follow this hall to 
the lower level and then jump up to the 
upper level Push the four burning 
blocks underneath the four wooden roof 
supports. This will cause the supports to 
talf, so fit the four burning blocks into the 
four corners of the fallen ceiling. This 
will cause the ceiling to drop one more 
level Jump down into the lowered area 


Push the four burning blocks under* 
neoth the four wooden roof supports. 


Follow the hall to 


r 


Fit the four burning blocks into the four 
corners of the fallen ceiling. 


Melchiah Boss 

Puzzle Difficulty Rating: 

Map Location: Skinner 

Melchiah has the ability to pass through 
barriers and this is wha! you will use 
against him to defeat him. Jump 
through the window on either side of 
the room and into the door lever room. 
Wait for Melchiah to follow you into the 
lever room. When he nears, press and 
hold the Square button to pul? back on 


the lever and to hold the gate open. 
When Melchiah traipses in, Jet the gate 
go. The gate will break over his back. Do 
the exact same thing in the other lever 
room, The second gate comes crashing 
down on him, leaving him with one 
more 'Pass through Barriers' spell. 

Entice him into the center cage using 
yourself as the bait. Jump out of the 
cage and pull on the crank located in the 
back of the room. This will pulverize the 
boss, giving you the 'Pass Through 
Barriers' ability. Use this ability in the 
Spectral Plane to leave the room 
through the main door. 


Press and hold 
the Square button 
to pul) back an the 
lever and bald the 
9 ate open. 


Pull on the 
crank to grind 
up the boss. 


Force Glyph 

Puzzle DFfficulty Rating: 

Map Location: The Cove 

As you leave the Melchiah dan building, 
jump into the water outside of the door. 

Map Location: Skinner 

Pass through the gate and use the 
Planar Portal to shift back into the 
Material Plane. 

Map Location: Skinner 

In the Force Glyph room, push the three 
pillars over so that they fall to the center 
of the room. That's it! The Force Glyph 
is yours. Return to the Pillars 1 Extenor 
near the Clan Building. 


Push the three pillars aver so that they 
fall to the center. 






Puzzle Difficulty Rating: 1 
Map Location: Pillars 

Outside of the Underworld training 
levels, you will find the Sanctuary 
Clan Building that you passed to get to 
the Vortex. 

Map Location: Pillars 

Pass through the gates on the right side 
of the building in the Spectral Plane, 


Map Location: Pillars 

Throw the two Vampires into the water 
to open the door on the other end of the 
Interior Courtyard. Shift to the Spectral 
Plane to pass through the gate at the 
end of the hall. Slip back into the 
Material Plane at the next Planar Portal. 
Enter the door near the portal to meet 
Kain for the first time since he threw 
Razid into the Vortex. 



The Sanctuary Clan Building,. 



Throw Hie two Vampires into the water 
to open the door. 



► If he hits you, 
Raiiel will take 
on some seri¬ 
ous damage. 




Puzzle Difficulty Rating: 4 
Map Location: Pillars 

After the cutscene, Kain will disappear and reappear in 
different locations of the room, while charging up the 
Soul Reaver, You must hit the visible Kain three times 
during his Soul Reaver charging phase. If he hits you with 
one of the force projectiles, Raziel will take on some 
serious damage. After Raziels third successful attack, 
Kain will break the Soul Reaver over Raziel's head and 
disappear (for now). Take the Soul Reaver and Aerial will 
appear and helps to guide and heal you. Swing the Soul 
Reaver at the doors to exit -his room. Return to the 
Training Planar Portal in the Underworld. 


4 Hit Kain three 
times while he 
charges the 
Soul Reaver. 



that was behind the stubborn door and 
make your way to the courtyard 
after Plane Shifting to get by a couple 
more obstacles. 


Map Location: Cathedral 

Shift back into the Material Plane and hit 
the door beyond the drawbridge wsih 
the Soul Reaver. Pass through the gate 


the canyon to the left, pass through 
the gate, and follow the path to 
the right unti? you come to the 
Cathedral's drawbridge. 


Zephonim Clan Area 

Puzzle Difficulty Rating: 3 
Map Location: Cathedral 

From, the Training area, enter 
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Courtyard 

Pii 2 zle Difficulty Rating: 9 
Map Location: Cathedral 

In the Courtyard, jump up on the monument to your right 
face the hallway to your left, and jump to the ledge in front 
of the funnel. Turn to face the courtyard and jump to the 
roof of the spire to your left. Jump to the roof that holds a 
Planar Portal. Use it to shift to the Material Plane and jump 
back to the highest level of the sptre you just jumped from, 

Map Location: Cathedral 

From here you can jump to the main entrance to the 
Cathedral on you! right, 



Face the hallway to the 
left, and jump to the tun- 
nd ledge, 



Don't go in the tunnel; 
instead, jump to the roof of 
the spire to your left. 


r. Jump to the Planar 
Portal and shfff into the 
Material Plane. 


Jump to the spire you just 
came from and then jump to 
the Cathedral Entrance, 


Cathedral Main 

Puzzle Difficulty Rating: 10 
Map Location: Cathedral 

Past the Wall Crawling Vampire >s the 
Main Room, Noticeable by its large 
twisting pipes, the Mam Cathedral room 
has a few avenues to traverse, but for 
now shift into the Spectral Plane and 
climb the far left pipe, which warped 
closer to the floor during your last shift. 
Walk the pipe to a Planar Portal plat¬ 
form. Shift to the Material Plane and 
jump up to the platform above your 
head. Follow these oiatforms to the left 
until you end up at the ledge with two 
doors and a switch between them. 
Activate the switch and continue to the 
right and enter the door located at the 
far end of the ledge. 



Climb the for left pipe, which warped 
closer to the floor during your lost shift. 


Activate 

the switch 
and con¬ 
tinue to 
the right. 


Block Puzzle # 1 

PuzzJe Difficulty Rating: 4 
Map Location; Cathedral 

Shift to the Material Plane to manipulate 
the blocks. Throw the Wall Crawlers into 
the flames on the wall. Each block has a 
painting on it that completes the mural 
on the walls. There will be block rolling 
involved in order to solve this puzzle. 
We suggest that you start with the 
block that goes into the raised alcove 
before inserting any others, because if 
you get it rn wrong, you will have to use 
the other three to get the first one out 
; and placed correctly. The platform near 
the last switch you pulled will move 
once all four blocks are in place. 



Throw the pesky Wall Crawlers info the 
Flames on the wall. 



Each black has a painting on il that 
completes the mural on the waits. 



Hall the blacks in different directions to 
make it work. Use Crouch + 


Hallway 

Map Location: Cathedral 

Return to the ledge and go through the 
door that you passed up to enter the 
Block Puzzle, 

Stone Room 

Puzzle Difficulty Rating: 3 
Map Location: Cathedral 

Throw the switch in the Stone Room, 
return to the ledge, and step on the two 
wooden bellows. This will activate the 
airflow from the pit below. 



Step on the two wooden bellows near 
the switch. 


Vertical Pipe 

: Puzzle Difficulty Rating: 5 
Map Location: Cathedral 10 & 11 

Jump into the pit and spread your wings 


to float to the top of the Cathedral. From 
the ledge you automatically land on r 
jump to the ledge to the left and walk up 
to the Bell #1 Room 



You will slap on a ledge across from the 
room you need to be in* 


Bell # 1 room 

Map Location: Cathedral 

Enter the door m the white glass wall to 
the right and enter the second floor. 



There is nothing to do in here yet., so 
enter through the glass wail doorway. 


2nd Floor 

Map Location: Cathedral 

Pass by the second bell to your left 
and go into the next door on the left. 



























































Block Puzzle # 2 

Puzzle Difficulty Rating: 5 
Map Location: Cathedral 

Shift to the Materiel Plane using the por¬ 
tal in the upper corner of the room, Use 
the lead pipe on the Planar Portal plat¬ 
form to impale the Zephonirn Vampires. 
Arrange the blocks into the alcoves so 
that they form a conduit with the pipes. 
There will be some block flipping 
■nvoived to solve this puzzle. You will 
heai a c icking noise when you get them 
in right. One glass dome will break in a 
room ahead. Enter the other door on the 
other side of Bell #2, 



Arrange the blocks to form a conduit 
with the pipes in the alcoves. 



A glass 
dome 
from a 
future 
puzzle 
will break. 


Block Puzzle # 3 

Puzzle Difficulty Rating: 4 
Map Location; Cathedral 

This puzzle is very similar to the last puz* 
zle, which involves placing the biocks 
into the alcoves to form a conduit. Shift 
to Material Plane and then push the 
stacked blocks to the Portal ledge. Push 
the blocks over, so they are not stacked. 
After solving this puzzle, another glass 
dome in another room will break. Return 
to bell #2. 



Push the blocks over using the Planar 
Portal ledge. 


gla 

froi 


A second 
(lass dome 
rm a 
future pui' 
ile will 
break, too. 



Bell #2 

I Puzzle Difficulty Rating; 9 
Map Location: Cathedral 

Ring bell #2.. run to the airs baft, and 
glide directly across to the lower room 
on the opposite side. Ring bell #1. 
Return to bell room #2, and then to the 
glass walk Jump up on the bellow 
switch above the pipe. This will triggers 
timed door. Switch to the Spectral Plane 
as soon as possible to keep it from clos¬ 
ing. Jump down into the room beyond 
the broken window (Bell #1) and into the 
now open room near the second bell 
(Valve Room). 



Valve Switch Room 

Puzzle Difficulty Rating: 4 
Map Location: Cathedral 

On the opposite wall, enter the opening 
and use the pipes as stairs to reach the 
level above you. 

Use the 
pipes as a 
stairway to 
the next 
Planar Portal, 


Map Location: Cathedral 

Follow this path until you reach the 
Planar Portal. Shift to the Material Plane 
and return to the room with the timed 
door. Use the valve switch on the 
double doors to lock the door in the 
. open position. 

Map Location: Cathedral 

Head to the other room on the other 
side of the valve room, and open the 
door and jump across the hall to the 

next door.. Pass 
through the 
next gate. 

Turn the 

valve ta lack the 
stone monolithic 
door open. 




Block Puzzle #4 

Puzzle Difficulty Rating: 8 
Map Location: Cathedral 

Once you fit the four picture blocks with 
the bare legs in the correct alcoves, the 
four blocks on the ceiling will drop so 
tnat you can complete the puzzle with 
the robed legs. This will ooen the struc¬ 
ture n the next room, revealing a five 
point G:yph Energy Power up. Return to 
the Planar Portal above. Take the first 
left to a large red gate. 



Ftf the first four blocks and the second 
set will fall from the ceiling. 



3rd Floor Valve Rooms 

Puzzle Difficulty Rating; 9 
Map Location: Cathedral 

Notice the two clear domes on the floor, 
Do they look familiar? Pass through the 
gate and then shift back using the Planar 
Portal on the other side. Go through the 
left hallway. 


These 
ere the 
domes 
that 
were 
breaking 
from the 
block 
puzzles! 


Valve room #1 

Map Location: Cathedral 

There are three valves in this room. 
Open up the two that are closest to the 
camera Now go back to the gate and 
take the other hallway. 




Collect the power up from the opened Open up the two valves that ore closest 

pod in the next room. to ™ camera. _ 


Valve room #2 

Map Location; Cathedral 

Open the two valves that are furthest 
away from the camera, then go back 
and pass through the gate. Obsei^e the 
domes. They've shattered and the 
levers have been exposed. Return to 
the Planar Portal down the hall and, in 
the Material Plane, turn all four of the 
ievers to activate the airshaft, Enter the 
airshaft and float to the pipes at the top. 



Open the two valves that are furthest 
away from the camera* 


Vertical Pipe 

Puzzle Difficulty Rating: 2 
Map Location: Cathedral 

Push over the pipes to complete the 
two connections and then jump into the 
hall near the pipes. 

Three Pipes Room 

Puzzle Difficulty Rating: 2 
Map Location: Cathedral 

Activate the two floor switches to open 
the walls that reveal a door above. While 


attempting to reach the hallway above, 
you will need to shift into the Spectral 

Plane to 
reach the 
second 
scaffold. 


Activate 
the two 
floor 
switches 
to open 
a door* 


Use the Planar Portal in the Pipe Organ 
room to shift back to the Material Plane, 
run across to the columns, and turn the 
wheel, Jump up to the other pipes on 
the right and enter the hallway above. In 
the Vertical Room, climb the pipes in 
the Material Plane and enter the hall 
at the top. 



Run across to the columns, and turn 
before the Wall Crawlers get you! 



Pipe Organ 

Puzzle Difficulty Rating: 3 
Map Location: Cathedral 
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Oon'f miss the animated series on 
BKN KID’S NETWORK! 


n contains a m@nster/ 


Monster Rancher 2 can unleash hundreds of 
monsters from your common household CDs. That 1 
right-you can actually use this game software to 
spawn unique monsters from any CD you own- 
music 


CDs, PC software CDs, or even 
game CDs: EVERY CD YOU OWN 
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YOU'RE THE MASTER; fully interact 
with your new pets 

) Hundreds of new monsters with 
monstrous attitudes 

9 Unlock secret expeditions, 
f levels, and monsters 

^ Release your Monster Rancher 1 
monsters into the world of 
Monster Rancher 2 


For 1 or 2 PLAYERS 
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(D Rack- 


Visit Tec mo at www.tecmoinc.com 
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Climb the | 

pipes to the right, not the 

anas below 1 

hall you entered through. 


Block & Ramp Room 

Puzzle Difficulty Rating: 3 
Map Location: Cathedral 

Pull the block towards the switch to acti¬ 
vate it, Use the fallen column as a 
means to get up to the upper halfway. 



This is 
the valve 
that you 
wiH jump 
on top of to 
reach the 
ledge on 


your way 
back to 
the three 


pipes room. 


Pipe Room 

: Puzzle Difficulty Rating: 4 
Map Location: Cathedral 

: Climb on the pipes and push the upright 
pipe into place and turn the valve 
switch. This will allow enough air pres¬ 
sure to flow in the three pipes room to 
. push Raztel upward to get to the boss's 
I lair, On your return to the pipe room, 
jump to the wheel platform from the 
ledge in the block/ramp room to make it 
! to the following hallway Shift back to 
j the Material Plane, and jump up above 
f the three pipes to float above to the 
j upper level. 



After pushing the pipe over, turn 
□ round and follow the pipes to the 
valve switch above. 


r 















^ J 


A Jump up onto the three pipes and float 
to the Boss's lair* 


; Zephon Boss 

I Puzzle Difficulty Rating: 1 
Map Location; Cathedral 

\ As you walk into Zephon's Lair, you will 
see a flame-throwing torch on the left 
: and two Planar Portals on either side of 
: the room. Step up to the Boss and 
attack his spidery legs when they get 
stuck in the earth from his puncturing 
. attack. When the legs break, Zephon 
. will release an egg from his midsection. 
Pick it up, run to the torch, and light it. 
Run back, but not close enough for his 
claws to make contact, and throw the 
burning egg at his head. Breakfast is 
; served! Use the look buttons in con¬ 
junction with the release of the Triangle 


button to perfect your asm. After three 
helpings of eggs, the boss wifi die. If you 
run out of legs to chop off before the 
third attack, hit his midsection for more 
eggs. After the battle, you get the 'Wall 
CrawJing r ability that can only be used in 
the Material Plane. 



Map Location: Cathedral 

Step through the Warp Gate in the 
Boss's Lair to the Cliff Pillars Warp Gate. 



Map Location: Pillars 

Return to the room that you fought Kain 
in, and as you walk in, climb the column 
towards the center of the room to the 
right. On the ledge walkway, go the 

door on the 
opposite 
side of 
the dome. 

4 Climb the 
column 
in the* 

Boss room, 


Map Location: Tomb Pillar 1 

Follow the passages to the courtyard 
(Tomb Pillar) and leave the courtyard 
through sts only exit. In the Canyon 
(Tomb Pillar), there is a smaller path to 
the left of a gate, take this path to the 
Tomb of Sarafan. 

Tomb of Serafan Exterior 

Puzzle Difficulty Rating: 3 
Map Location: Tomb 

Enter the mam entrance into the tomb 
and shift to the Spectral Plane to pass 
through the gate. 

Map Location: Tomb 

Go to the Planar Portal m the hall and 
shift back to the Material Plane and 
enter the next door 

Map Location: Tomb 

Pull the block out of the wall and enter 
the tomb. Stand in the middle of the 
floor and shift into the Spectral Plane. 



Map Location: Tomb 

: You'll fall to the room below. Exit 
\ through the next gate. 



The main 
entrance to the 
Tomb of 
Serafan. 


Rqzid learns 
he is Serafan, 


Boss Platform 

Map Location: Tomb 

; In the boss room, jump to the Planar 
\ Portal and shift back to the Material 
: Plane. At the same time, a new boss 
will become visible. 

i MorlockBoss 

j Puzzle Difficulty Rating: 2 

Jump to the center stage and attack 
until Mohock enters a state of paralysis. 
Run him through with the Soul Reaver 
or throw him m the water, After the 
battle, you get the 
Force Projectile 
ability. 

Run him through 
with the Soul 
Reaver or throw 
him in the water. 




Tomb of Serafan, Continued 

j Puzzle Difficulty Rating: 4 
Map Location: Tomb 

i Use your new ability to get out of the 
; Boss room. Shoot or throw two force 
' projectiles at the small stone block in 
| the far wall. 

Map Location: Tomb 

j Exit the room through this opening and 
\ make your way through the 
Antechamber and into the water in the 
j Pillar Room. 

Map Location: Tomb 

Jump to the Planar Portal and shift into 
I the Material Plane. Turn around and look 
for the back gray walk Climb the wall to 
: the ledge above, turn around and glide 
to the left pillar. Use the Force Projeciile 
: to push the stone block off of the next 
pillar and then jump and glide to that pil¬ 
lar. Jump and 




A Use a 
Farce 

Projectile to 
push the 
block off of 
the second 
pillar. Yes! 


Hallway Intersection 

Map Location: Tomb 

When you come to the hallway and are 
confronted with a choice of directions 
{The stairs ahead lead to a bonus room 
with an Eldritch Glyph power up. Use a 
Projectile on the large bonus room door 
to open it.), head to the right and pass 
through the gate. Go up the stairs to the 
Chapel with the cage in the middle of 
the floor 


Chapel 

Puzzle Difficulty Rating: 4 
Map Location: Tomb 

Use the Force Projectile in the Material 
Plane to push the stone block against 
the back wall of the cage. Pass through 
the cage and jump up to the hallway 
above, using the block as a step. Follow 
the haltway to a large body of water. 
This is the 


beginning of 
the Drowned 
Abbey level. 

■■ Use a Farce 
Projectile to 
push the block 
in the cage to 
the far wall* 





























































Aluka Level 

Map Location: Aluka 

From the Chapel of the Tomb of 
Sarafan, run to the ledge with the 
Planar Portal, shift to the Material Plane 
and glide down to the boat. 



Jump into the boat that you'll find in the 
Material Plane. 


Boat Canyon, above water 

Puzzle Difficulty Rating: 6 

Map Location: Aluka 

Head to the higher deck and shift into 
the Spectral Plane. Jump to the closest 
canyon Sedge and enter the passage¬ 
way there. 

Map Location: Aluka 

Shift back to the Material Plane to open 
the left door in the round room. (The 
right door leads to a Warp Gate.) 

Map Location: Aluka 

Use the Soul Reaver 
to open the white 
doors at the end of 
the next hallway. 

Use the Soul Reaver 
to open the white 
double doors. 



Courtyard 

Puzzle Difficulty Rating; 2 
Map Location: Aluka 

Jump to the platform in the water to the 
right and continue to jump from platform 
to platform until you see a ledge with a 
Mohock vampire on it. Use a Force 
Projectile to deflect his attack and to 
throw him into the fire behind him. 

Map Location: Aluka 

Jump to this ledge, go through door on 
your left, and follow the halls to the 


Drain Room. 



Drain Room 

Map Location: Aluka 

In the Drain room, pass through the gate 
on the opposite side of the room. At the 
end of the hall, pass through another 
door and into a large room. 



A Come back here when you have the 
Constrict ability to get to the Bonus Rooms. 


r 





bonus mam 


When you return to the Dram Room after receiving the Constrict ability, you can 
unlock the secrets of this puzzle. Use the Constrict on the center pole. This will 
.drain the pool, Remove the blocks from the walls below and each room behind 
ihem has bonus items. You will be able to get Glyph Energy and Glyph Stamina. 


alul-ia 

Puzzle Difficulty 


Fractured Hall, above water 

Puzzle Difficulty Rating: 2 

Map Location: Aluka 

Shift into the Material Plane and jump 
across the platforms in the water. Shift 
back halfway across to continue. Pass 
through the door at the end of this hall 


Map Location: Aluka 

Pass through the next two doors and foh 
low the tunnel through the water and 
into the Underwater Chapel. 

< While 
jumping 
across the 
pilldri of the 
Fractured 
HailJ, you 
will hove to 
plane shift. 


Chapel, underwater 

Puzzle Difficulty Rating: 6 

Map Location: Aluka 

Follow the checkered floor to the right 
and jump to the top of the arch. Turn to 
the right and jump again onto a Planar 
Portal ledge. Climb the wall behind you 
after shifting into the Material Plane. 



► Follow 
the 

check¬ 
ered 
floor to 
the right 
and jump 
to the 
top of 
the arch. 



Chapel, above water 

Puzzle Difficulty Rating: 3 
Map Location: Aluka 

From this ledge, lump across the rafters 
to the other side of the Chapel and enter 
the door to left. Use a Force Projectile to 
shatter the stained glass window. 

Map Location: Aluka 

Jump from one drain to the next on the 
outside right wall and when you reach 
the edge of the building, jump to the 
drain around the corner. Jump to the 
roof of the circular building in the middie 
of the reservoir (Aluka Courtyard). Jump 
and glide to the Bell Tower from The 
other end of this roof. 



A Jump across the Chapel's rafters. 



► Break 
the Stain 
Glass win 
dow with 
a Force 
Projectile, 




A when you reach the edge af the build¬ 
ing, jump to the drain around the corner. 



A Jump and glide to the Bell Tower, then 
pull the chain. 


Bell Tower 

\ Puzzle Difficulty Rating: 2 
Map Location: Aluka 

Pull the chain as you enter the window 
of the Be l Tower. Go down the staircase 
through the water and enter the door to 
: the left. 

Rahab Boss 

i Puzzle Difficulty Rating; 8 


Map Location: Aluka 

Jump from pillar to pillar until you reach 
the top one with the Planar Portal on it 
and shift into the Material Plane. This 
fish will be easy to fry! Remain on top of 
one of the pillars and use your Force 
Projectile to break all of the windows in 
this room. Use the Look buttons 
to focus your aim on these small 
round windows. After they have all 
been destroyed and the sunlight has 
cooked Rahab, you will receive the 
'Swimming' ability. 



4 Reach the top pillar with the Planar 
Portal art It and shift back into the 
Material Plane. 



A Use the Farce Projectiles an the windows 
to kill Rahab, 



























































Alley 

IVfap Location; Aluka 

Return to the underwater Chapel by way of the alley 
past the Courtyard, Crouch and jump to reach the alley 
wall above the underwater gate, In the next hallway, 
shift to the Spectral to get back into the under water 
Chapel. Shift back to the Material Plane. 



A Crouch and jump to reach the alley wolf above the 
underwater gate. 


Map Location: Aluka 

In the middle of the Chapei, use the Force Projectile on 
the underwater door on the far srde of the structure. 
Swim down the stairs (Aluka) to the Crypts. 



A Use the Farce Projectile an tho underwater Chapel door* 


Crypts 

Map Location: Aluka 

Swim to the left and take the Glyph Energy Power Up 
from, the Alcove. This is also the exit out of the Crypt. 



A The Glyph Energy will guide you to 
the exit. 



Map Location: Connecting 

Swim up the ramp, Continue to swim through the 
Circular room through the passage at the top and into 
the cave. 

Map Location; Connecting 

The exit in the cave is through the alcove on the back 
wall that is in the upper left corner. 



Map Location: Hub A Temple 

Swim up the stairs in this room. Look familiar? You 
happen to be in the ’Hub' area which you passed 
through on your way to the Skinner Levei Return to 
the Vortex area. You now have a!'< the components to 
complete the Glyph Puzzles and receive all of the 
remaining Glyphs, You can either go on a Glyph Guest 


or you can go to 
Ash Village and 
fight Dumah. 

► After swimming up 
these stairs, the 
territory should look 
very familiar. 







* 


J 
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drowned abbey 
bonus mom 

Puzzle Difficulty Rating: 4 

Map Location: Boat Canyon, below water 

Now that you have the Swimming Ability, you can find this bonus area to the left 
of the Rost in the lake. Outswim the Mohock Vampires and swim through the 
tunnel into an underwater bonus room. In back of the room and towards the top 
L5 the Erlich Glyph Energy Power-Up. 


This is a far as we can go this month. If you still need help, check back with 
us in 30 days, when we'll have the second half of our Legend Of 
Kain: Soul Reaver strategy. Until then, good luck! 







































WITH ONE ADDITIONAL ACCESSORY YOU’LL NEVER 
HAVE TO LEAVE YOUR CHAIR AGAIN. 



INTRODUCING THE ULTIMATE GAMER WEB-SITE. 


Kick-butt info plus a mega mind blowin' selection of stuff to buy Just lift a finger. 

www.thegamestop.com 

Powered by Babbage's and Software Etc. 
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your camplere monrhly source for aTtrhe 
newest and coolest playstation cheats 


Face it—you're a Code Junkie. You need 
every new PlayStation cheat and password, 
and you want 'em now. Don't worry, our 
sources are the best Stay connected with 
PSM and your supply will never go dry. 


□□de FiH 

□F rhe manrh 


Every month there's usually at least one code in Code Junkies that totally blows open a game or 
increases the fun factor of a title to another level. Each month we pull out those exceptional codes 
and cheat gems and award them with the dubious honor of Code Fix Of The Month* Look here for 
the hottest of the hot codes for the best games each month. 


Driver 

Hit N' Run Cheats 

When a game has a menu option titled cheats, there 
will obviously be some codes out there. Well, PS M's 
got most of them and considering how hot this game 
is right now, these codes are going to make a lot of you 
happy. The following codes will activate invincibility, 
immunity from the cops, and jack up the suspension of 
your car, among others. All the codes are entered at the 
Main Menu and will appear in the cheats option. A J 
sound will be heard when entered correctly, 

invincibility... .. L2, L2, R2, R2, L2, R2, L2, LI, 

R2 r Rl, L2, LI, LI 

Immunity.,. LI, L2, R1 r RL Rl, R1 r 12, L2 ( 

RL RL Ll LI, R2 (Note: cops 
won r t chase you) 

Rear Wheel... RL R1, Rl, R2, L2, Rl, R2, L2, 

LI, R2, Rl, L2 r Ll (Note: 
makes car drive like a forklift) 

Minis,....Rl, R2, RL R2, Ll, L2, RL RZ, 

LLRLL2. L2 r L2 (Note: The 
collision detection will still 
act like cars were norma! size.) 


Stilts . , * ,.. R2 r 12, RL R2 ( L2, Ll, R2, R2, 

LZ L2, Ll, R2, Rl (Note: raises 
the suspension on your car) 

Antipodean ..... R2, R2, Rl, L2, LL R2, L2 r LL 

R2, R2, L2. R2, Ll (Note: 
turns screen upside down) 

View credits .... Ll, L2 f Rl, R2, LL Rl, R2 r L2, 

RLRZLLLZ Rl 



screen, where you 
cart turn an and 
off a I'll the cheats 
you have inputted. 







The Minis code 
wilt moke all 
the cars tiny, 
tike RC cars. 


If you're 
into jacked-up 
monster 
trucks, then 
the Stilts code 
14 far you, 


Lunar: Silver Star Story 

Lords Of Lunar Hidden Game 


There is nothing we here at PSM love more 


screen When you enter the game, you can compete 
with up to eight different players with the use of a cou¬ 
ple multi-taps. Also many of the characters from Lunar 
will be playable within the game. 


than when we come across a fun hidden 
game within a larger title. Inside Lunar: Silver 
Star Story is one such hidden game which 
draws inspiration from one of the best of the 
forgotten videogames of the past 

One of the most playable games made for the 
original Atari 2600 was a title called Warlords, 



After successfully entering the 
code, you J ll be token to this screen. 


“ Urrdi Of Lc/ridr Con be ployed 
with up lo eight players* We had 
only one controller plugged into 
our PlayStation, but you can play 
□gainst seven other computer 


which placed you defending your castle against ™ 
one to three other opponents.. Gameplay was kind 
of a combination of Stockout and Pong and made 
excellent use of the 2600's paddles. A very similar 
game is playable inside the The Making Of Lunar: 
Silver Star Story Complete disc. To access it, load up 
the "Making Or disc and when the movie starts 
showing the game's creation, press + * * ■* 
START. You will automati¬ 
cally be taken to the 
Lords Of Lunar title 

You will enter the code to 
open the hidden mini-game 
whan the f MV starts on the 
"Making OP disc. 



f I'j*. npM -'►■■■ 

kUuLi '! Ih-T-i-i, 


P op 


nents. You'll need lots of con- 
plus a mufti-tap or two* 



Before you start 
the game, you 
enter this screen 
where you can 
fiddle with a 
range of variants, 
like castfe sine and 
game speed, 




The game plays exactly like Waribrds created twenty years 
ago. Using the sticks of the Dual Shock Analog controller, you 
can even emulate the Atari 2600 paddle. There are also coal 
vibration effects. isn't retro-gaming fyn? 
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Chocobo Racing 

Bonus Stuff 


This fun little Square racer already has plenty of your 
favorite characters to try out, but hidden just under the 
surface of the game are an additional ten characters to 
use. There is also a special Final Fantasy course to 
open as well. Unfortunately, there is no code to open 
them immediately, but this is exactly how to get even/" 
thing legitimately. 

Bonus characters are unlocked by beating the Story 
Mode. The first time you beat it, you will gain the abili¬ 
ty to edit your own character from the default charac¬ 
ters, as well as opening the first bonus character 
Bahamut. As you continue to clear the Story Mode, 
more characters will be available for editing. When you 
beat the Story Mode a second time, a screen will 
appear saying JJ A New Challenger Arrives". Then Squall 
from Final Fantasy VIII will challenge you to a race on 
his own Final Fantasy track. If you beat him. Squall will 
become playable and his track can be selected in the 
Grand Prix Mode, bach time you clear the Story Mode, 
another character will become playable. To play as one 
of the bonus characters after they have been unlocked, 
go to the Select Racer screen and highlight Squall, then 
press and bold the appropriate buttons while pressing 
the X button. The following is the list of bonus charac¬ 
ters with their respective button inputs and times need¬ 
ed to beat the Story Mode to access them. 


Times 

won Character Code 

1 .Bahamut , . . . . HI A 

2 ..... Squall..... . .. — N/A 

3 . Cid Tank from Dungeon 2 ....... LI 

4 .Mumba from FF VIII . . . . . L2 

5 .Cloud on his Hardy Daytona . R1 

6 . Cactuarfrom the FF series _ __ R2 

7 ..... Aya in a police car... LI + L2 

8 _ Chocobo from FF IV and V .. . R1 + R2 

9 ,,« . . Airship from FFIV and V,. LI + HI 

10 . Jack....,. L2 + R2 



UETJEEM BIWUii 


4 You earn the FF V/lf 
track,, along with 
Squall,, after beating 
the game twice. 


Yim 


To activate the hid¬ 
den characters once 
you've earned them, 
you must highlight 
Squall, then press the 
appropriate buttons* 


When you press one 
of the buttons to atfi- 
f .. vote a hidden charac¬ 
ter, their name will 
appear at the bottom 
af the screen. 


And here you 90, the secret 
character, Cias Tank in action, 





GEX 3 

Become Dracugex, or is that Gexitla? 


Gex's charm comes in his ability to not only let fly 
snappy one-liners, but also his knack for picking the 
right outfit for the right situation. A part of the fun in 
Gex 3 is discovering a new outfit when you enter a 
new area of the game. Until now, you could only be 
dressed in your bathrobe in the control room, 

Enter the doorway leading to Clueless and go 
upstairs. On the left wall, you'll find a picture of 
Dracugex with a blue tint. Look at the picture with 
and you should hear lightning strike and Gex will 
laugh. You will then be a vampire and can reenter the 
control room without changing back. 



Formula 1 '98 

Bonus Stunt Track 


Compared to the previous Psygnosis FI games and 
the new Monaco Grand Prix from Ubi Soft, Formula 1 
98 just can't compare. But now that we've come 
across a cool hidden track, there may now be a justi¬ 
fiable reason to throw FI 98 into your PlayStation. 
The bonus track is easily the most fun in the game, 
although completely based in fantasy, Fo access it, 
select Arcade or any other mode and then select the 
Driver/Team option. From there, press p to enter 
another menu, which has an Edit Driver Name 
Option. Select it and erase the name there, replacing 
it with the words "Cheesy Poofs". When you go 
back and select your track, you'It find the new course 
just after Suzuka. 



To gel the bonus course 
open, you have to enter 
"Cheesy Poofs" as your 
diver's name. 


Once the code is 
entered, you'll find the 
stunt frock offer the 
Suxuka course in Japan, 


14 J ZrnJim I 


V \ 

\ 



What's so fun about the 
Stunt track are all the 
changes in devotion and 
wild jumps. The graphics 
are aEso a bit psychedelic, 
which is always a draw* 




eed help on a game? Then call the people who 
made it. For your convenience, we've gathered 
the following list of tip lines for PlayStation game pub¬ 
lishers. Most of the numbers are 900 toll cate, so be 
warned—they will cost you. If you are under 18, you 
should get permission from whoever pays the phone 
bill before calling. Also, we don't maintain any of these 
lines {other than our own), so we aren't responsible 
for the information available on them. 

Stuck? Call PSM! 

Pheck it out— PSMfs new tip iine is Die only place V™ 

Success the M. MM Bi “ ! ” 

rode for every PlayStation game created! If its not here 

it doesn't exist! PSMstip line also has the most complete 
walkthroughs and strategies for the latest games. Ancti . 
updated every month! ; 

Call 1-9D0-77Z-4PSM 

Itware under 1 8 years of age, please get your parents ; 

| p^taon calling. Calls arc »•« : Pf gp 

Acclaim. 

....(516)759-7800 

Accofade 

....(900) 454-HINT 

Activision. 

....(900) 680-HINT 

American Technos . . 

....(408) 453-9828 

ASC Games. 

... (203) 655-0032 

Ascii. . 

....(900) 288-2724 

Atlus Software. 

....(714) 852-2351 

Sandal.. . 

,...(310) 926-0947 

BMG. 

....(415) 330-0600 

Capcom. 

... (900) 680-2583 

Crystal Dynamics.. . 

....(900) 737-4767 

Data East. 

,...(900) 454-5435 

Eidos. . 

.,..(900) 7734367 

Electronic Arts ,. 

....(900) 288-4468 

Fox Interactive . .... 

....(900) 225-5436 

GT Interactive 

....(970)522-1797 j 

Hot-B . 

....(415) 568-9501 

Interplay.. 

....(714)553-6655 

Jaleco .. 

,...(847)215-1811 

1 KOEi. 

....(415)348-0500 

Kokopeli 

....(900) 370-HINT 

Konami. 

....(900) 896-4468 

Lucas Arts . 

...,(900) 74Q-JEDI 

Maxis .. 

....(510) 933-5630 

Microprose. 

....(900) 773-HINT 

Midway/Williams. .. 

....(903) 874-5092 

Mindscape 

. (900) 7374468 

Namco .. . 

....(900) 737-2262 

Ocean 

...,(408) 289-1200 

| Playmates. 

....(714)428-2112 J| 

Psygnosis. 

....(900) 9764468 

Ready Soft. . 

....(905) 4754801 

SCEA. 

....(900) 933-7669 

II Sierra 

.,..(900)370-5583 j§] 

Spectrum Holobyte . 

...,(800)695-GAME 

Square Soft .. 

....(90114Q7-KLUE 

Strategic Simulations . 

...408} 737-6800 

Technos . 

.,..(408) 453-9828 

Tecmo . 

....(310) 787-2900 

THQ . 

....(900) 370 HINT ;||| 

Time Warner ... 

....(408) 473-9495 

Trimark . 

....(310)392-3243 

Ubi Soft .. 

....(800) UBI-SOFT 

I US Gold . 

..,.(900) 288-GAME 

Viacom . 

....(303) 733-40^9 

Virgin ... 


VR Sports....L. ■ 

....(714) 955-9592 


t 


1 
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ivc« Story cqf nw . 


Max Agility (Mia).. 801dcQ8c03e7 

Max Agility (Nash) 801 dc00c03e7 


Max Magic En (Alex),.. 
Max Magic En (Ghaleon) 


Infinite HP (Alex) .. 

801dbfc003e7 

Max Attack (Alex). 

.801 dbfe803e7 

Max Magic En (Kyle) .......... 

801dc0d003e7 

Infinite HP (Ghaleon). 

S01dc18003e7 

Max Attack iGhaleon) .. 

.801dc18803e7 

Max Magic En (Laike)... 

801dc1d003e7 

Infinite HP (Jessica). 

301dcO4OO3e7 

Max Attack (Jessica),., 

. 801dc04803e7 

Max Magic En (Luna). 

, 801 del 1003 g7 

Infinite HP (Kyle) ___ 

801dc0c003e7 

Max Attack (Kyle) 

. 801dc0c803e7 

Max Magic En (Mia) . ... 

801dcQ9003e7 

Infinite HP (Laike) ...... 

801ddc003e7 

Max Attack (Laike). 

. 801delc803e7 

Max Magic En (Nash).. 

.801dc01G03e7 

Infinite HP (Luna)... 

801dc10003e7 

Max Attack (Luna)..... 

. 801dc10803e7 

Max Magic En (Ramus).. 

801dc15C03e7 

Infinite HP (Mia)... 

801dc08003e7 

Max Attack (Mia). 

. 801dc088Q3e7 

Max MP (Alex) ... 

. 801dbfc603e7 

Infinite HP (Nash),.. 

801dc00003e? 

Max Attack (Nash). 

. 801de0D803e7 

Max MP (Ghaleon)... 

801dc18603e7 

Infinite HP (Ramus)... 

301dc140Q3e7 

Max Attack (Ramus) ,.. 

.801 del 480^7 

Max MP (Jessica) . 

801dc04603e7 

Infinite Magic In Battle (All) ...,, 

8G02e7e62400 

Max Defense (Alex).... 

.801dbfca03e7 

Max MP (Kyle),.... 

.801dc0c603e7 

Infinite Money 

6Q1dc37c967f 

Max Defense (Ghaleon). 

.8G1dc18aG3e7 

Max MP (Laike)...... 

. 801dclc603e7 


801dc37e0098 

Max Defense (Jessica) , 

. 801dc04a03e7 

Max MP (Luna) _ _ __ _ _ _ __ 

801dc10603e7 

Infinite MP (Alex)...... 

801 dbfc403e7 

Max Defense (Kyle).... 

... _801dc0ca03e7 

Max MP (Mia). 

801dc08603e7 

Infinite MP (Ghaleon) . . , 

801dc18403e7 

Max Defense (Laike). .. 

. SGldcIcaOGe? 

Max MP (Nash).. 

801dc006G3e7 

Infinite MP (Jessica) .. 

801dc04403e7 

Max Defense (Luna) ... 

_... 801dc10a03e7 

Max MP (Ramus) ... 

.801dcl46G3e7 

Infinite MP (Kyle!____ 

801dc0c4Q3e7 

Max Defense (Mia)_ 

. 801dcQ8a03e7 

Max Range (Alex) .. . ... . *, 

301dbfd300ff 

Infinite MP (Laike)... *. 

801dc1c403e7 

Max Defense (Nash). . . 

. 801dc00a03e7 

Max Range (Ghaleon) .. 

301dc19300ff 

infinite MP (Luna) ___ .... 

801dc1O403e7 

Max Defense (Ramus).. 

.801dc14aQ3e7 

Max Range (Jessica) ... 

301dc05300ff 

Infinite MP (Mia). 

8G1dcG8403e7 

Max HP (Alex). 

.801 dbfc203e7 

Max Range (Kyle) ..... 

30ldc0d300ff 

Infinite MP (Nash)... 

801dc00403e7 

Max HP (Ghateon).. 

.801 del8203e7 

Max Range (Laike) ______ 

. 301 deldSOQ-ff 

Infinite MP (Ramus). 

801dc14403e7 

Max HP (Jessica).. 

....... 801dc04203e7 

Max Range (Luna) ... 

.301 del I300ff 

Max # Attack (Alex).. 

30ldbfd200ff 

Max HP (Kyle). 

. 801dc0c203e7 

Max Range (Mia)*. . ..«., 

301dc09300ff 

Max # Attack (Ghaleon). . 

301dc19200ff 

Max HP (Laike). 

. 801dc1c203e7 

Max Range (Mash). .. 

. 301 dc01300ff 

Max # Attack (Jessica).. . ._ 

301dc05200ff 

Max HP (Luna). 

. 801dc10203e7 

Max Range (Ramus) . . . 

301 del 5300ff 

Max # Attack (Kyle).. 

301dc0d200ff 

Max HP (Mia). 

. 801dc08203e7 

Max Wisdom (Alex). _ 

801dbfce03e7 

Max # Attack (Laike) .. 

301dc1d200ff 

Max HP (Nash). 

.. . 801dc00203e7 

Max Wisdom (Ghaleon) .. 

801dc18e03e7 

Max P Attack (Luna).. 

301dc11200ff 

Max HP (Ramus). 

.801 del4203e7 

Max Wisdom (Jessica) ,,,_ 

80ldc04e03e7 

Max # Attack (Mia)... 

301 dc09200ff 

Max Luck (Alex). 

.301 dbfddOOff 

Max Wisdom (Kyle)... 

, 801dc0ce03e7 

Max # Attack (Nash). 

301 dcOI 200ff 

Max Luck (Ghaleon)_ 

.301dc19d00ff 

Max Wisdom (Laike)... 

. 801 delce03e7 

Max # Attack (Ramus). 

301 del 5200tf 

Max Luck [Jessica)_ 

.301dc05d00ff 

Max Wisdom (Luna) ,,,,.. 

801dc10e03e7 

Max Agility (Alex). 

801 dbfcc03e? 

Max Luck (Kyle) _ 

. 301dc0dd00ff 

Max Wisdom (Mia). 

801dc03e03e7 

Max Agility (Ghaleon)... 

801dc18e03e7 

Max Luck (Laike) ...... 

.301dc1dd00ff 

Max Wisdom (Nash) . . . 

. 801dc00e03e7 

Max Agility (Jessica) -- 

801dc04c03e7 

Max Luck (Luna). 

.301 del tdOOff 

Max Wisdom (Ramus). . 

801dc14e03e7 

Max Agility (Kyle). , .. 

801dcQccQ3e7 

Max Luck (Mia). 

.301dc09d00ff 



Max Agility (Laike). .. 

801dc1cc03e7 

Max Luck (Naslm 

.30ldc0ld00ff 



Max Agility (Luna) . . 

801 delGc03e7 

Max Luck (Ramus).. 

.301dc15d00ff 




801 dbfd003e7 
. 801dc 19003e7 


kt 


E-Type Delta 

All The Codes 


This big batch of 8-Type Delta codes come straight 
from AgeTeck the company that published the game. 
Not only do we have outright cheat codes here, but we 
also let you know what it takes to unlock the game's 
secrets. This game is tough, so all this info should help. 
Enjoy the game, you cheaters! 



JiiTo 


All the following cheats are entered while the game is 
paused during gameplay. Ail the cheats share the same 
Dutton inputs except for the final input, which is differ¬ 
ent for each one. While on the pause screen, press and 
hold L2, then press ♦ * * * * *■ + P then one of 
the following button inputs to get the desired effect 
You will hear a jingly noise when entered correctly. 


Effect Code 

Refill Force Power. *•..* + 
Red power-up + 

Yellow power up . * + X 

Blue power up . * + 



The refill force 
power trick will fill 
the circle-shoped 
meter m the lower 
left, allowing yog to 
let off your most 
powerful attack. 


The retd power-op is 
very imp res 5.1 vet 


Here's tfw yeflow 
power-up in action. 
Man, that's sweet! 


The blue 
power-up is one 
you're not going to 
want to miss; it’s 
that awesome! 


The following secrets are opened after playing 
the game for a specified amount of lime. It's kind of a 
pain, but definitely worth it. 

Secret How Opened 

Level Select. .., Use the bombs more than 
10,000 times. 

9 credits... Gain over three hours of game play. 

Free play mode . Gain over six hours of game play. 
Power Armor *,. Beat the game in " Flyman " or higher 
difficulty setting, or by playing the 
game over one hundred times. 
































































































































ai 

::es in 

to 

ac 

g 

lider, 

S P 

eet 

a 

nd a 

ho 

[ a 










































* 

: jM 


ij 


EVERYONE 


WVC S VdCK in an exciting new adventure as he searches for his long lost parents. Pvt the search soon becomes a 
showdown as Croc's archenemy, Paron Pante, is magically resurrected by his evif OanVnis. Join Croc's journey as he expfores 
over HO levels within four Gobbo tribe viflages, each packed with unique Gobbos, mischievous monsters, and tens of fun! 


wmr.forintecactive. com 


CROC 2 ££> T 999 Argonaul Soflwane Lrd. Atl rights reserved, CROC 2 is a trademark of Argonaut Software LEd. © fEjtni Tweniteth Century Fox 
Film Corp AI 3 rights reserved <& 1999 Nabisco, Inc, PlayStation and the Play Station logos are registered trademarks of Sony Computer 
Entertainment Inc, Fok Interactive is a registered trademark ol Twentieth Century Foh Film Corp, 


PlayStation 
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Luelcome ro rhe premier fffroYn 
Fans, Luhere me dig inftitada 



Drop us a line at PSM Letters, care of 
Imagine Media, 150 North Hill Drive, 
Brisbane, CA, 94005. Or even better, if you 
have access to e-mail, you can reach us 
at psm@imagineirtedia.com. 







Noah, Gory and Bill and a thousand of theEr fans hide from Chris during the annual 
PSM Hide and Seek Festival. Chris Found them about four hours Eater... 


A couple questions for the experts: 

1* What's going on with SF EX 2? I 
thought it was coming out for PS I 

2. Do you anticipate any of the Street 
Fighter Hi series games coming out on 
PS2? In my opinion, this would be an 
excellent launch game for the greatest 
system to date. 

3. I haven't heard any info on the SFHI 
senes coming to Dreamcast; could this 
be a PS2 exclusive in the making? 

4. Any word on the continuation of 
the Darksialkers senes in the arcade 
or on PS? 

5. With the PS2 nipping at our heels, do 


you expect the quality of games coming 
out for the PlayStation to diminish as 
Sony and third-party developers prep 
for the big PS2 launch? Finally, my 
hats off to you guys for coming through 
with an excellent magazine! 

Jason & Hiromi Dunn 
tamacul3@surfhne.ne.jp 

► STEVE: Hello there, Jason and 
Hiromi Dunn. How are you folks 
doing? It seems you are fighting 
game fans, so I thought I would go 
ahead and answer your questions for 
you... or at least try to. Let's go,.. 

1. No one seems to know what's 
going on with the home conversion 
of that game. Capcom did just 


announce a "upgrade" for the arcade 
version of EX 2 which will be called 
Street Fighter EX 2 Plus and it should 
be out sometime in July. Because of 
that, I have a feeling that the game 
won't be showing up on the consoles 
until at feast next year It's a long 
wait, but I think the game will be 
worth it. 

2. While not 100% confirmed, I do 
believe that Capcom is going to port 
one of the three SFHI titles to the 
Dreamcast I'm just not sure which 
one. There may be a chance that 
SFHI: Second Impact goes to the DC 
while the PlayStation 2 would get 
SFHI: Third Strike, Just don't expect 
any of the games to show up on the 
current PlayStation, $FW runs on 
Capcom's CPSIII arcade board which 
makes a conversion quite difficult \ 
wouldn't even want Capcom to try. 

3. See above 

4. Hmm„, the last 

thing 1 heard 
about a 

Darkstalkers 
sequel was 
that Capcom 
just started 
working on it. If I 
remember right it 
is going to be called 
Vampire Hunter or 
something like that, f 

can't seem to remember the exact 
title right now. There has been no 
word on a home conversion yet, 

5. I don't think that the quality of 


games will drop; 1 just don't expect 
many major surprises ahead of us. 
Developers have pretty much pushed 
the PlayStation hardware to its 
maximum. There will still be plenty 
of great and innovative games, so 
don't worry. Just remember that 
some of the greatest games came 
out it the end of the Super 
Nintendo's life cycle. The same may 
hold true for the PlayStation, 

Hello guys at PSM! Wuz up? I have 
been reading your mag VERY carefully 
and it has caused me to think up some 
questions. I hope you can answer them, 
especially since you just might be the 
true gods of gaming. 

1, Could Ape Escape possibly be THE 
best game on the PlayStation" I read 
your review, and it has caused me to 
REALLY want it. Your review didn't even 
mention ONE flaw, so it MUST be VERY 
good. Et sounds like a best seller 
until Final 
Fantasy VIII. 

2 , Do you think 
FF8 will be, 
hands down, 
THE game of 
the year? 
Or do Ape 
Escape , 
Street Fighter 
Alpha 3. and Ridge Racer Type 
4 have a chance? What about Soul 
Reaver and Suikoden 2? Do you think 
the delays will cause it to turn off 
gamers, causing them to 'ose the 
chance at the coveted number 1 spot in 
your mag? 























Illustration: Ryan Kinnaird Illustration: Ryan Kinnaird 
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This Month's Topic: 

Whv Hasn't Lara Taken 


Each month, we put the controller down for a moment to focus on a different aspect of PlayStation gaming, We 
invite debate, so please drop us your opinion on this month's topic at PSM PAUSE, c/o Imagine Media, 150 North 
Hill Drive, Brisbane, CA 94005, Or, you can e-mail us at psm@imaginemedia.com (just be sure to put "Pause" as the 

subject heading). We will run the best of your responses here in this section. 


wny 
It All 


Off Yet? 



he ESRB ratings board created an Adults 
Only rating, but there's never been a 
PlayStation game to use it. And for that matter, 
there probably never will be, Sony is obviously con¬ 
cerned that if games for its system contained nudi¬ 
ty there would be millions of angry parents and 
senators with torches and pitchforks outside its 
California offices. And then they'd have to use the 
gsant black, cauldron full of burning lava, and that's 
just hell to clean up. 

Seriously though, why haven't we seen that 

infamous J, Nude Code" yet? _ 

Tasteless or not, a lot of people 
want to see it. The problem is that 
videogames are still perceived by 
the mainstream audience as a 
krd J s toy". Never mind the fact that 
a hefty chunk of PlayStation owners are over 20, that 
gamers are a more diverse crowd than ever before. 
The moment an "Adults Only" game appears on a 
console, everyone will think that inappropriate games 
are being marketed at children.. 

Now, I'm usually the first person to step up on the 
soapbox and defend my rights to choose what I think 
Is appropriate for me, but the simple fact is that, the 
way games are sold today kids would end up getting 
hold of adult games. Either that, or major retailers 
wouldn't carry them, which basically means the pub¬ 
lisher of the game wouldn't make any money. 

Pause Feedback: July 

Sports Games: Is it time for a 



“LU-hy ■hrvgn't lug 

BGGN T+4G lNffllYlDUS 
NUDE CODE YET?" 


>P 

change? 


Here are your responses to our Pause topic for issue 
23 (July 1939k It was tough trimming down the 
tremendous amount of letters we received to the few 
that follow, so we tried to pick ones that took a slight- 


t Will adult games ever hit the PS? 

So., I guess l r m asking you 
guys to consider several things this 
month: 1 Should Sony allow game makers to put 
nudity or adult situations into PlayStation games; 2. 
What could be done to guarantee that kids can't get 
those games, while still allowing publishers to sell 
them in as many stores as possible; and 3, Do we 
even need nudity in games, or does it just open the 
door for full-on porn on ?he PlayStation? Drop me a 
iine at address listed above, and 111 print your more 
interesting responses right here in this space. 

* Chris Slrt-e 


Easy to control, flashy moves will bring in the money. 
Baseball needs one element: charging the mound. 
That would definitely score big on the fun factor 1 
Football games could use more end zone dances, like 
the Pats secondary shuffle or the Saints' leap frog, In 
my opinion, hockey games are the only fun games 
that you can just pick up and play. 


which l can't say for other genres. Do we need a 
Tomb Raider and Street Fighter game every year? 

Philip Burns, PDiddy10@webtv.net 

Why must a new version of a sports game come 
out every year? 

Lewie SoaiA/an, csibon@yahoo.com 


In basketball games, you should be able to shatter 
the backboard. This would really make the game 
hype if this was put in. There should be trash talking, 
cheap shots, fighting {players run off the bench and 
help their teammate), technical and flagrant fouls., 
plus ejections of players and coaches. I do give t ve 
99 props for the facial expressions, but where is the 
draft? Football games have them, why not basketball? 

I'm on f iya, I mo nf i ya@a ol. com 

I think that making sports games realistic is what 
makes them fun. I've played my fair share of realistic 
sims and just plain "fun" sports games, and t keep 
going back to the realistic ones. The ,r fun' games get 
to be too easy arid predictable. I need something that 
is going to challenge me, If you want a simple game 
that's easy to pick up, get a game from a different 
genre. 

Forest Berry, rclerk@maderahospiital.org 

I like the idea of just downloading updated rosters for 
a game you already have, instead of buying a whole 
new version each year. But the release of sports 
games every year is not only a way to keep the ros¬ 
ters updated, developers also get to squeeze in better 
graphics and more innovative features. As long as the 
hardware hasn't reached its full potential, there will 
always be an updated version of any game. 

Richard Medina, IKORtS@aol.com 


iy different angle to the subject. Now let's see what 
you had to say... 

Most sports games have lost all their fun. It used to 
be that you could pop inagameand, without reading 
anything, just play it and have a good time. This is sad, 
but I think the best sports games ’were made on the 
classic Nintendo. Games like Double Dribble, Tecmo 
Bowl, RBI, NES Open Tournament Golf and Ice 
Hockey. Sure, they looked pathetic, but you could play 
them for hours without looking at the instruetions. 

Kent Milker, RainrnanI64@aol.com 

I'm not much into sports, but I am into wrestling[ If 
they make a wrestling game for the next PlayStation, 
it would be great if you could update the rosters by 
going online, 'cause the story in wrestling is always 
changing. Why should we have to buy a whole new 
game when you can just update character costumes 
and who the wrestlers are associated with them? 

Liam Roberts, DirtvDX@netscape.net 




I think you need the new installments every year 
With how fast the technology is moving, it's nice to 
have updated graphics or whatever \ think things are 
only going to get better, unless they start making 
every game like NFL Blitz, which isn't worth the CD 
it's put on. Long live EA sports! 


Derek Johnson, mrwillie@net1pius.com 


I think you're being a bit picky. Yes, the crowds need 
to be louder, and the players need to move more flu¬ 
idly. But todays sports games 
are extremely fun to play, 


Kirk Brandt, krazzytram@excite.com 


CHRIS: It sounds like there are two distinct 
sets of sports game fans; The advanced hardcore 
group that demands an experience as dose to the 
real thing as possible, and gamers who are more 
casual fans and just want a fun-playing game, 
Also, a lot of you were excited about the pos¬ 
sibilities of updated rosters and other online 
downloads on the P$2, but were afraid that com¬ 
panies would still rather charge full price for a 
new game each year Actually, that probably 
won't be the case—You have to keep in 
mind that publishers can still make a 
profit selling downloads online. 
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(Continued from pg. 118 

3. Is tnere any info on tine Tomb Raider 
movie, or has it all been kept under 
wraps, hke who will play Lara. I hope it's 
either Liz Hurley, Debbie Dunning, or 
La r a Weller (if she can act). Maybe Fran 
is... no, never mind, 

4, In my opinion, the sequel to Tomb 
Raider should not have the story line of 
TR2, but have an original one, where 
Lara has a friend that helps hen And her 
friend should be played by Tyra Banks, 
What great team, Lara Croft, and Tyra 
Banks (drool), 



Mmm... Tyra Sank*,,. She waved to us 
with both hands right after we took this 
shot... No, reallyi 


5.1 have also been thinking of a solution 
to Jax having his metal arms in Mortal 
Kombat; Special Forces Maybe, Jax 
decides they are too dangerous to use 
any longer, so he locks them up, but 
after he fights in Mortal Kombat 2, be 
realizes that he needs them to win 
Mortal Kombat 3. What do you think? 

6. Will the PSMOnline site be updated 
anytime soon? 


Mike Hawk, 

Snake50342@aol.com 

► CHRIS: Well, I don't know if we 



comings 


goings 


I J m on to you guys,., after 

_ ! Blake Fischer's April Fools' 

prank, Noah said he was off the maga¬ 
zine. And he is off the magazine! 
What's goin' on? And where's 
Francesca? 

Tyler Sova 
Tysov3@aol.com 

First off, let me offer Noah a belated 
Happy Father s Day. This is my first tet¬ 
ter to ANY mag, so be kind. Let me say 
you guys have the BEST PlayStation 
mag ever!!! I've been with you guys 
since issue 6, and I'Ve enjoyed every 
minute of it, I work in a bookstore and I 
suggest it to even/one who asks for 
PlayStation magazines. 

Now for the real reason I'm writing 
this letter is for one question. What 
happened to Fran? I was reading your 
June issue happy as can be, then when 
your July issue came in, 1 headed 
straight to the "Meet the PSM team", 
and no Fran, When Dili Paris left, you 
made a big deal about it. Is she gone for 
good or did she just miss the photo 
shoot? You guys are hilarious, but she's 
cute, and being cute goes a long way in 
my book, 

That's all 1 have to 
say about 
that. Keep 
up the 
great work! 

Mike Jeffries 
ems-51 @ rescu ef ea m ..com 

I was just wondering if you could 
explain all the staff changes that 
have happened recently. After 
Blake was "fired 1 ' from PSM, I 
saw his name in Next Generation 
magazine, which I believe is 
also published by your 
company, Does Biake 
still write for PSM? And 
what happened to Fran? 


Now, it seems that, she has mysteri¬ 
ously turned into another former Ultra 
Game Players staffer, Frank. Is PSM 
going to have any new people in the 
near future? 

Aaron Ryan 
Anchorage, AL 

► STEVE: PSM has gone through a 
lot of changes recently, We've seen 
several staff members move on to 
other projects and several new peo¬ 
ple come on board. I know that there 
has been a lot of confusion about it 
all so f thought now would be a 
good time to explain everything. 
Better yet, let's hear what's going on 
straight from the horse's mouth. 
Hey, Blake and Fran, get over here 
and tell our readers what you're 
doing now, 

►FRAN: Lured by the promise of 
more money (I'm up to S3 an hour!), 
lots of RPGs and cute little hedge¬ 
hogs, I somehow found myself on 
the Official 
Sega 


Max and Frank do 
their Terrance and 
Phillip imperson¬ 
ations, while 
Blake gets exactly 
what he deserves--- 


Dreamcast Magazine. And while 
there's currently no Squall or 
Rinoa on this side of the fence, 1 
can still hope. 

► BLAKE: After missing too many 
deadlines, Bill beat me within an 
inch of my life with his baseball bat 
of deadline justice. After a week or 
so of lying on the ground in pain (the 
rest of the PSM staff just stepped 
over me for fear of reprisal from the 
ever-vigilant Bill), I crawled over to 
Next Generation magazine, where 
they accepted me for who I am, 

► STEVE: While we are saddened 
by the departure of these two hard¬ 
core gamers, we did manage to 
fill their positions. It wasn't easy, 
but we finally found two more 
''volunteers" to help us out. Here 
they are now.,, 

► FRANK. I have no idea what hap¬ 
pened- I was sitting over at Games 
Business, a very serious business 
magazine, when all of a sudden 
there was a flash, then darkness, and 
then I woke up, taped to a chair in 
the PSM office. Chris was all, "We 
haff vays of making you work," and 
I was all, like, "Help, this tape 

is chafing me," He didn't 
care, though. 
Now, l r m 
forced to 
write 
whatever 
the PSM staff tells 
me to, Someday, 
\ I will escape 

NOT me ANALJ 

PROBE!!! J Well, Max 
Everrngham 
isn't here to respond 
to your emails, so I will tell you 
about him, Some of you may know 
Max from our Nihon Game Otaku 
section. We thought that it would 
% be cool if we just made him a full¬ 
time staff member, so that's 
exactly what happened. 
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Code*Junkie's 

^^Bible 

Every code ever created 
for PlayStation games. 
If you don't find it here, 
it probably doesn't exist! 


alk-Throughs' 

The most in-depth tips on all 
of the latest RPG's designed for 
quick and simple retrieval! 






1 - 900-772 


Calls Cost $149/Mlnute 
Calls average 3 minutes In len 
If you are under 18 years of agS 
get your parent's permission to 
PSM: 100% Independent PlayStatlo 


Big Gam 


® Yon can now get 

^ ^0 complete walk-throughs 

for these great games! 

Alundra, Breath of Fire 3, Crash 3 
1 * 0 ^ Ehrgeiz, H Tactics, Gex 3, Metal Gear Solid 

Mortal Kombat 4, Parasite Eve, Resident Evil 2. Riven 
Tales of Destiny. Tenchu, Tomb Raider 2 & 3, Xenogears, Silent Hill 
Star Ocean 2. Syphon Filter. Bloody Roar 2. R4, lOK: Soul Reaver 
Exclusively on 900 PSM: Legend of legaia & Guardian's Crusade! 


Strategies 
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HEY YOU! 
YOU WANT A 
PIECE OF 

>v ME!*? v 


/ I COT N 
YOUR 
VITAMIN L 
RIGHT HERE 
v BOYS!! / 


1. Personally, I loved Ape Escape. It reminded me a 
lot of Mario 64 and other classic platform titles. The 
cartoony graphics, combined with the very innov¬ 
ative use of the Dual Shock controller, makes the 
title one of the truly great gaming experiences on 
the PlayStation. I would highly suggest that 
everyone go out and buy it. You just can t beat 
catching monkeys. 


D just picked up your awesome July maga¬ 
zine and as I was reading the Pause sec- 
tion, I noticed that one person wrote that you shouid 
cut out the letters section, That's my favorite part, 
don't leave it out! Here are some questions... 

1. If I bought an import game music CD r can I play 
the music on my American PlayStation ? 


► FRANK Don't worry, Thomas, we don't 
have any plans of removing the Setters section. In 
fact, we may even lengthen it eventually. What 
do you think? 

T. Sure you can, there's no territorial coding on 
music CDs, so you can play anything from 
Belgian Hip Hop to Japanese Heavy Metal, 


2. It's funny that you mention the game of the year 
We have actually started to try and come up with 
a list of possible candidates, ft already looks like 
making a decision is going to be difficult and we 
still haven't seen most of the games that are going 
to be released during the holidays. I would have to 
say that FFVItl is going lo be near the top of the fist r 
though. Other top ten possibilities include 
Resident Evil 3 f Oino Crisis , R4 and Gran Turismo 2. 

3. There hasn't been any real concrete info released 
about the movie recently, but it still looks like the 
project is aimed at a Summer 2000 release 
date. Check out Frank's response below to find out 
more info, 

4. Ooh-taJa... Tyra Banks. She would make an awe¬ 
some Lara Croft. To find out more about the latest 
TR title, check out our world exclusive preview this 
issue. Eidos is taking the franchise in a whole new 
direction, which should be great for the series 
and fans. 

5. Congratulations, you have won the coveted 
PSM no-prtee! Oh, wait a minute, that's something 
Marvel comics would do. Well have to tell Midway 
your theory the next time we speak with them. 

6. Yes. The PSM site will be new and improved 
shortly. We are even going to have a dedicated 
staff member working on it and supplying daily 
content. Well also have a bunch of polls and con¬ 
tests that readers will be able to check out. Stay 
tuned, PSMOnline will soon be reborn. 

First off, I wanna say that you guys are the greatest 
and l J ve had a subscription for two years now! But I 
have a few questions for you guys: 

1. What is the difference between a Gameshark Pro 
and a regular Gameshark? Does it have more games 
and codes or what? 


2 , Do you think that it’s right for Bleem! to make an 
emulator? I'm kind of mad that l paid $120 for my 
PlayStation and some of my friends are paying only 
$50 for theirs. 

3. My friends and I keep debating about who would 
win in a fight between Solid Snake and Gabe Logan 
(Syphon Fitter). Who do you think would win? 

Thomas E Haller 
hallertk@juno.com 


2. Yeah, but your friends have to play PlayStation 
games on a machine that might crash if you so 
much as look at it funny — and they can't just 
plug in a smart new Dual Shock controller. 

3. Gabe makes so much noise running around 
with guns that Solid Snake would just whack 
him when he came running round the corner. 


FT 

* SN, 


NOW RE ME Met R 
SNAKE, ALWAYS m 
STEALTH ID YOUR 
ADVANTAGE, STICK 
TO THE SHADOWS, 
NEVER LET THE 
ENEMY SEE THE 

with EE or 
your ey .mwff 7 


vj 
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Solid Snake suddenly realized why Gabe always failed "Quiet Time" back at the Spy Academy* Luckily Snake 
always carried a roll of duct tape, and Gabe soon had a new "muffler"* 


are the true gods of gaming, but we certainly 
try to be* 


everyone's Favorite section 
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Welcome to the Fan Art section! Each month well be taking a look at the coolest PlayStation, fan art 
from the hottest new talents around. If you've done an Illustration that you'd like to see primed here, 
then by all means send us a copy! (We'll lake originals too, but we won't be able to return them). 
Address it to PSM Fan Art, c/o Imagine Media, 150 North Hill Drive, Brisbane, California 94005 
Even better, if you have the art in a high-resolution digital format, e-mail it to us at 
psm@tmaginemedia.com, and label the subject heading "ran Art. M Now get busy making that art! 
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Man, that guy sure can draw! 

With skills like that, he must be 
wealthy! You can se* 
more of his cool-as- 
□ll-hell art over at 
http:/ / members, 
aol.com/NgRando. 


wo 


x* ■ a that foiiv ' V 
We ^ flattered ! va[|jable time 

uld s P €nd fQVCT . for little oY us* 
working on ° ^ favor by viwt- 

’om/ni/^odowxor^ 


hits us with another great 
piece of fan art, this time af Hayato 
from Rival Schools* Nice work! 


Yay, more PSM fa mart! 
This swell Ucho-Kun illus¬ 
tration comes courtesy of 

Isaac Paling. Thanks! 


2, in Tekken Tag Tournament is it 
going to be like how they tag up in 
Rival Schools and Marvel vs. 
Capcom, where you can switch 
between rounds and do double 
hit combos? 

3. Have you guys heard ANYTHING 
about Final Fantasy Tactics 2? It is 
one of my favorite games, and I 
haven't heard anything about it in a 
very long time! 


The GameShark 
Pro will let you 
search for your own 
codes, as well os 
using all the codes 
that other folks find* 




Pro Uersimi 3.0 

T 


because it's all in 
Japanese! Thanks! 

Robbie Brill 
Recrat@AOL.com 


m 


4. Is the import of Final Fantasy VIII worth 
buying or should l wait for the LkS. version? I was at 
E.B. the other day and some kids were trying to play 
the mport, but couldn't even follow the story line 


► NOAH: Eve got 
art answer to your 
first question, but I'll 
have to let Steve take the rest 

1. The biggest difference between the GameShark 
Pro and your normal GameShark is that the GS Pro 


allows you to search for 
your own codes within a 
iwiMUJWKi »■ i ■■ game. It comes with its 

own code searching 
interface and a helpful 
Learn To Hack Like A 
jS9jj Pro* video. What's cool 
about this is that before 
you needed a bunch of 
software and hardware 
that was difficult to 
install and really only 
available in Europe to be 
able to hack your own GameShark codes . 
Unfortunately, it will take some time to have some 
success, but the device still works like a normal 
GameShark with all its latest features, so you can 
always input codes others have found. 
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L/AYIN THE SMACK DOWN 


^ W£ SLATE 
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SLATB J 5 FANS WILL BE 
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r IF I LOSE,^ 
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► STEVE: Man, I always get the 
leftovers. Oh well, I guess I will 
answer the rest of the questions: 

2. Tekken Tag Tournament is a lot like 
Capcom's Versus series. At any time 
during a round, you can hit the spe¬ 
cial "tag fr button to call out your 
teammate However, instead of 
jumping in, like they would in the 
Capcom games, they simply run in. 
This allows you to continue any com- 
bos that you may have started. 



Your teammate comes running in when¬ 
ever you hit the "tag" button in Tefcken 
Fog Tournament. 


3. IMot much has been revealed 
about Tactics 2, but \ am sure that 
Square will be spilling the beans 
anytime now. 

4. Since the U S, release of FFVii! is 
only a few months away, I would 
suggest waiting. There is so much 
storyline and side events that you 
may miss, if you try and play the 
Japanese version. Unless, of course, 
you are a Japanese master. 

Hey Gang! I know that you are busy, but 
I hope you can take a few moments to 
answer these important questions: 

1. Are there going to be sequels to 
these games: Syphon Filter, SF Alpha 3, 
Red Alert; Retaliation? 

2, When FFVItt comes out, will you all 


be doing a strategy guide on it? 

3. i just read in your June ‘99 issue that 
the PlayStation 2 will be released in 
Japan in December '99. Is this right? 

4. What other magazines are a part of 
the Imagine Media company other than 
PSM and Next Generation ? 


Kevin Diyco 
Pampanga, Philippines 

► NOAH: We are very busy, but can 
always take a moment to answer a 
good question or two, or three, or 
four... Hey, now that's all you get 

1. Syphon Filter: definitely yes. SF 
Alpha 3 Alpha 4 will probably be out 
in the arcades later this year, Red 
Alert; Retaliation: probably not. Vou 
will inevitably see sequels to all of 
these on the PlayStation 2 t including 
Command and Conquer ,; with its 
multi-player network game design. 

2. Yes, of course we are! Steve is 
heading up that mammoth project, 
as he has already played through a 
majority of the Japanese version of 
the game. 

3. That's what we keep hearing. It 
sounds amazing to us as well, but 
we are talking about Sony here and 
with them, it seems just about any¬ 
thing is possible. 

4. In our office, we've got PC 
Accelerator, PC Gamer, Games 
Business, Mac Addict, Maximum PC 
and Business 2,0, We are also a part 
of the Future Network, which pub¬ 
lishes over a hundred magazines 
around the world, including the UK's 
Official PlayStation Magazine and 
several other unofficial PS mags. 
They also publish Edge, Next 
Generation's sister magazine, and 


several cool music monthlies. 

I have written you guys at PSM many 
limes and each time expected my letter 
not to he published and I doubt this one 
will. I understand you people are busy 
and are limited to how many letters you 
can go through and publish. Anyway, I 
have a few questions for you. 1 was 
reading your May issue about the 
upcoming " PlayStation 2 " and the abil¬ 
ities of its new " Emotion chip " Now I 
understand that it can gene r ate up to 
128 bit graphics. How much memory 
does the new PlayStation 2 use 3 4 * * 7 Also, 
computer graphics happen to be one of 
my hobbies and I understand that the 
human eye can not tell the difference in 
colors beyond 24 bit. Is this true? Does 
this mean that the graphics may run 
smoother because of the increase in 
memory, but the level in detail (number 
of colors) will not be noticed? Sorry for 
the long letter, thanks for your time. 

Jonathan Gregory 
greja04@Notmail.conn 

► STEVE: Sorry about not printing 
your earlier letters, Jonathan. As you 
mention in your email, we do get a 
large number of letters each day, We 
try to read and answer all of them, 
but that is not always possible. Just 
keep sending them and eventually 
we will get back to you, just like I'm 
doing here. The PlayStation 2's mem- 
ory is broken up into three separate 
areas. The main system memory 
(RAM) is 32 megabytes, The Graphics 
Synthesizer has an additional 4MBs 
of memory to work with, while the 
sound chip has another two, 
Altogether, the system has around 
38 megs . In comparison, the current 
PlayStation has around 3,5 megs. As 
for your 24-bit color question, 1 seem 
to think that the human eye can see 
the difference between 24 and 32-bit 
color, However, we have not seen 


many games that take advantage of 
the 32-bit color palette until now. 
Some upcoming PC titles, like Quake 
3 > use the extra colors for special 
lighting effects. The reason that the 
PS2 only has a 24-bit color system is 
that you probably can't see the extra 
colors on a standard television. You 
would need a high-quality computer 
monitor for that 

I have a technical question that you 
might what to post in your magazine 

PlayStation, Sega, and Nintendo are 
planning on putting internet access into 
their systems. But there is one thing I 
don't like about this. Most of the time 
they all have their own online service to 
join, Remember the old X-Band modem 
on Super Nintendo? I turned it back in 
because I found cut about the monthly 
fee. And I was disappointed to read 
recently that Sega Dreamcast has a 
monthly fee, too. Why should I pay it 
when I already have a good internet 
connection? So, here's this question. 
Will PS2 have options to be able to con¬ 
nect to a basic PPP nternet connection 7 
I think it would be good if I could use my 
Arkansas.Net connection on both my 
computer and my PS2. Thank you very 
much for your time! 

Zach Brown 
Fayetteville, Arkansas 

► FRANK: If Sony is smart, it will let 
users connect using their own ISP, 
but if Sony is Smart AND Evil, it may 
well create a completely new service 
and, of course, it could charge a fee. 
The difference is that Sony expects 
to sell a lot more PlayStation 2s than 
Sega does Dreamcasts, so it may 
well benefit from an open Internet 
strategy, Sony hasn't even revealed if 
it will have a modem 
built-in, so everything we 
say is speculation, 





































Do you have what it takes to shoot and slice your way through 
10 action-packed levels and became the “Simper Ultra Sexy 
Hero"? Rising Zan: The Samurai Gunman takes you back far the wild 
west of ISGG's where, armed with only a gun. Katana sword, and 
' some ultra sexy moves, you'll face a town full of the meanest, ugliest 
weirdest outlaws you've ever seen, 
t As you fight your way through this “sushi western” you'll solve 

puzzles, play mini-games, deal with bizarre and deadly bosses, and 
n, earn those ever important "sexy points" you'll need to become the 
8» ‘Super Ultra Sexy Hero"! 


Lots of 3rd person super ultra sexy action 


in. Katana sword, or sexy combos 
the bad guys 


* Outrageous mini-games to play and puzzles to solve 


Hiifcten levels and characters 


Weird and bizarre enemies around every comer 
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TBS5 From Software, Inc. All rights re&ervKI Agetec, the Agetec logo, Rising ZaniTha Samurai Gunman and the Rising Zan Logo art* trademarks of Agelec, Inc, 
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Free Magazine Offer • Collectible 3D Trading Card • Memory Card Stickers 
Special CD Offer* Includes: Music Soundtrack, PC Screensaver Program, Anime 

(small shipping & handling fee required! for Special CD offer) 


Wallpaper, and Selected Voice Files 


Thousand Arms fuses hand-drawn sprites, 

beautiful polygonal landscapes, and interactive anime 
cut scenes together with stunning results 
■ . , -earners Kepublit 


, RTTRCK 

aim 


Qc .n. Third you can survive in thif 
vorld try to iteming the rules? 


of spoken dialog! 


disk RPG epic packed with theatrical quality animation and 12 hou 
•The first ever RPG/Dating Simulation on the Playstation 
Unique combination of hand-drawn artwork and wonderful 3-D environments! 


www.atlu5.com 


PlayStation 
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If you're a good gamer, you can win cool prizes and see your name in print! 
One winner will be selected from each challenge, so get your entry in early. 
Send in your entries, with the name of the contest printed on the envelope, to 
PSM Top This!, c/o Imagine Media, 150 North Hill Drive, Brisbane, CA 94005. 
Include your return address. Sorry, no e-mail or videotape entries allowed, and 
remember, we can't return any pictures. Enter today! 
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Win the Scorpion Light Gun 
and the recoiling Erazer 
Ught Gun also from Blaze! 


ow! What an amazing package! Each one 
of this month's winners will receive the 
entire line up of PlayStation peripherals 
from Blaze. Each of our skillful winners will also 
receive an Xplorer Cheat Cartridge, Scorpion 
Light Gun with G-con adapter, a recoiling Erazer 
Light Gun with G-con adapter, Hyperdrive con¬ 
troller, Cybershock dual vibration analog 
gamepad. Pro Shock Arcade dual vibration joy¬ 
stick, plus a variety of memory cards and memo¬ 


ry card holders. Of course, that's not everything; 
this is a Top This! contest, after all. Since we're 
covering videogame action figures this month, 
our three winners also receive complete sets of 
Duke IMukem action figures from Resuarus and GT 
that have been laying around the office. Get your 
entries in early, but please, no videotapes. We 
also want you to write the name of the challenge 
you have entered on the outside of the envelope. 
Good luck and may the most skilled gamers win! 


CHALLENGE #1: 

Driver 

BEST PURSUIT TIME 

Not only is there the Undercover game, but you also 
get to play some fun driving games. We want to see 
how good a driver you are, so heres the challenge: 
Play the Pursuit driving game, using the San 
Francisco course. The person who can take out the 
car you're supposed to pursue the fastest, wins. Take 
a picture of the screen after you have totalled the 
opponent's car with the time clearly visible, 


CHALLENGE M2 

Driver 

BEST GETAWAY TIME 

Dnver has so much to it, we felt compelled to offer 
another challenge. This time we want you to play the 
Getaway driving game. The person who ditches the 
cops the fastest wins, After you have gotten away, 
take a picture of your TV r clearly displaying the time 
on the clock. The lowest time wins, Remember, 
besides winning a bunch of cool prizes, these skills 
may actually be applicable in real life 1 


;.*. . .....*... i 

! CHALLENGE #3: 

| Um Jammer Lam my 

I CLEAR ALL LEVELS 

I 

+ 

i The follow-up to Paraopa The Rapper is out and soon j 
; everyone will be humming those catchy little guitar 
i riffs, We want to award the most hardcore tammy i 
i fans, so for this challenge you need to beat every i 
I level in the game. To win, take s picture of your TV 
I showing the complete chocolate bar displaying every ! 
i single stage m the game as opened. The first correct 
i entry we receive is the winner. 



hese lucky winners receive a bunch of sports games from EA, including Madden NFL 99 
NASCAR 99, Triple Play 2000, NHL 99, NBA LIVE 99, Knockout Kings, FIFA 99, Tiger Woods 99 
PGA TOUR God, NCAA March Madness 99 and NCAA Football 99. They also get a Goldberg Memory 
rd from Interact, plus a Super Game Converter from Innovation. Great job, winners! 


Ehrgeiz 

EVERY CHARACTER'S 
THIRD COSTUME 
D. Stephan Lukas 
San Diego, CA 


Star Ocean: Second 
Story 

MASTER EVERYTHING 
Justin Patel 
Silver Spring, MD 


R4 

EARN EVERY CAR 
Chong Yan Chiu 
New York, N.Y. 
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rhe place ro buy, sell, or Trade games, peripher¬ 
als, and anything else related ro rhe playsrarion 

■***■. ' * w* id ~ • > . 1 . *■'- 

tBt Jr * 'vt’VT ■ ;L, 

\ 

1 

Got some old games lying around fust col¬ 
lecting dust? Maybe you've already tried the 
old "1 got these by mistake tor my birthday' 
excuse at every shop in town, but no one will 
trade them? Then get rid of 'em here, for free! 


Mark Smith 

41 Proctor Blvd 
Utica, NY 13501 

Description: I would like to sell Xenogears |$3G). 
Parasite Eve with Squaresoft Collectors CD ($30), 
Wild Arms w thout original case or instructions 
($20). Suikoden [(20} I am also willing to sell a 
Gameshark (Version 1.99). Prices are negotiable 


Jordon Lewis 

■ o ma ns7 53® webtv. net 

Description: i am looking to buy a used 
Playstation memory card with stored memory 
from RESIDENT EVIL 2 that will access the 
HUNK and TOFU games, will gladly consider al 1 
reasonable offers, 


► Shane Crouch 

sczorrib ie 13® sol. cam 

Description: I am looking to sell or trade the fol¬ 
lowing games: Arcades Greatest Hits voi. 2 t 
Mortal Kombat 4 and Trilogy, Brave Fencer 
Musas hi, Tekken 3 , StreetSkSer, Resident Evil I 
& 2, Syphon Filter, Castlevania SotN, Silent Hitt, 
Metal Gear Solid. Nuclear Strike , WCW/NWO 
Thunder, WWF War Zone, Apocalypse. Tenchu, 
Army Men 3D. Triple Play 2000. Tomb Raidei 3, 
and test Drive 5. I'll take best offer or trade for a 
game l want. 


Aaron Buckley 

Ctakul30@aol.corn 
West Palm Beach, FL 33407 
Description: I am looking to trade a few of my 
games & 2 standard Playstation controllers. All 
games & controllers are in mint condition. I am 
trading Gaol Boarders 2, Saga Frontier NF1 
Gameday 98. Need tor Speed 2. Jeremy McGrath 
Supercross93 Sr Fighting Forcefthe new one with 
Tomb Raider 3 $ Ninja' Shadow of Darkness 
demos or it). Pm looking for Issues of Playstation 
UndflfGround (accept issues 22-3.1), most any 
Type of game, issues 1 or 2 of P5M & any son of 
coo game related stuff you may have collected 
Again all my stuff s in mint condition & i will only 
trade for stuff sn mint cm a least good condition. E- 
mai me with any offers you might have. 


■- Jeffrey Geisinger 

F,ge ising@ix,nelcom.com 
Description: I'm looking for Parasite Eve, 
Legend of Legia. Guilty Gear, and Apocalypse. I 
have over 20 games, that I'm willing to 
trade.Here are some of the better titles I have, 
Metal Gear Solid, Syphon Filter, Vigilante 
8. Tekken 3. Colony Wars: Vengeance, Twisted 
Metal 2, 3 , Fighting Force, Emhander and R4 I'm 
also looking for a garneshark. 


•’- Andrew Burkhart 

a B ur k h ad. techguy@j uno .corn 
Description: am looking to buy Xenogears, 

Parasne Eve. Syphon Filter Bloody Floar. Abe's 
Ex.xodu$, and Ehrgeiz. Willing to trade. E-mail me 
for list of games and/or if you are interested in 
selling Willing to pay a fair price ( S2Q to £401- 
Must come with instruction manual and be in fair 
ly good condition. 


flD Df THE MONTH 


► CHRIS LANDA 
Bro I y5226@a o I,com 
DESCRIPTION: Plain and simple, f 
will trade 1 of these games, Resident 
Evil Directors Cut D.S. r Resident Evil 
2, Silent Hitt, Parasite Eve, Battle 
Arena Toshinden 3, and finally, to 


show that I'm serious,.. Metal Gear 
Solid.., MY BEST GAME, for Dragon 
Baft GT Final Bout I'm serious here! 
All games in great condition. If you 
don't wanna trade, I'll buy!!! Any 
price up to S70. j swear... I need 
Dragon Bail GT respond ASAP! 


Noah Billings 

14010 Olive Meadows PI 
Poway. CA 92064 

Description: J am willing to give up Final Fantasy 
7 for $30, Brave Fencer Musashi for $25. my Final 
Fantasy 8 Demo disc and about 6 different demo 
discs ($101. and my PlayStation, a regular con¬ 
troller and a Duai Shock and my memory card for 
$115 or the 'whole thing for $210. I'm looking for 
a nice new gameshark, Tekken 3. Resident Evil 1 
or 2 /hew editions), FF Tactics, Mega Man 8 or 
F\4 .1 would also like any strategy guides fo r these 
games, too. 


LOL wil induce extra$ 10) Will buy any of those 
games (310-25). Feel free to e-mail for details. 


Andrew Hartsock 

Gem ini 617S6@hotmail.com 
New Ot leans, LA 

Description: I am witling to sell a Breath of Fire 
3game fora different RPG.Looking for Suikoden 
or Wild Arms, they do not need to be with instruc¬ 
tions or original casing. My Breath of Fire 3 is not 
m its original casing, but is in definitely good con¬ 
dition and runs smoothly 


Dan Hymesi 

616 15th street NW 
Bemidjt MN 56601 

Description: I wilt trade a Grand Theft Auto 
Director's Cut w/ Mission Pack 1 London for 
Command and Conquer, C&C Red Alert, Syphon 
Filter, or Army Men 3D. I am also willing to Sell it 
for $20 00 


► Daniel Jr, 

kemo690@hot me il, com 

Description: want to sc I a nint condition 

Xe nog ears, Brave Fencer Musashiden with FF8 
demo. Bust a Groove , and a Gunoon without 
game or box, I'm willing to sell them for around 
$30 ead or all of them for £110 Shipping is free! 


Syh/estre Ed rial 

aedrMea rthlink.com 

Description: I am selling Modal Kombat Trilogy. 
Silent Hill, The Lost World: Jurassic Perk, 
Resident Evil: Director's Cut and Resident Evil 2 
for 20-25 dollars each. I need to save jo money 
for Resident Evil 3 end Dino Crisis. It would be 
best if you lived in the Southern California area. 


► Jared Bolin 

3624 Geo. Leilich Rd. 

New Athens, IL 62264 

Description: I am selling the following games. 
Saga Frontier (S22), NFL Gameday W (SI 91. 
Tombs! ($24). Esnhander (£25), and Legend of 
Legaia Demo ($41 Also a memory card ($8). Plus 
many mags for SI .50 each. 


RoryJVlouat 

1740 Reliez Valley Rd 
Lafayette, CA. 94549 
bandsm@hooked.net 

Description: I am willing to sei Grand Slam 
Basebaf/{SI 5) or trade for: RE2, RE:Directors Cut. 
Legend of LegaiaiLOLhor Vigilante SiFor RE2 and 


► 5-Hunter 

stieshua n@ya I ioo.com 

Description: I m selling Siient Hilii%3U}, Spyro 
the Dragoni $301. Castlevania. SOTN ($20), 
Reloaded ($20), and Coolboarders 2 ($201 All 
games are in mint condition and have only been 
played 1 or 2 times. I will trade 1 or more of these 
games for the following: Tenchu. Pandemonium 
2 t Kama, Gameshark, or Bushido Blade 2 
(Hopefully in mint condition as well} or best offer, 


: - Timothy Bass 

BoDuke316@aol.com 

Description: I am selling my playstation with a 
new Fro Action Replay. I also have 3 controllers, 
memory card, and 13 games. A few games are 
Gran Tmsmo and Syphon Filter. Email me for the 
rest of the details. 


Patrick Scoggins 

3401 N. Walnut Rd #257 
Las Vegas, MV 99115 

Description: I have a dexdrive, Grand Theft 
Auto, FF Tacticsf a little messed up) Bomberman 
World, Tomb Raider, and Life. All games are m 
great condition, minus the chipped case for 
Tactics. Looking for any decent RPG for 
Playstation, or an Ascii Gripfone handed controller 
for RPG r sl. 


David Benedetto 

davidalanb@ijno.com 

Description: I have NFL Gameday 38. Gran 
Tvrismo, Backstreet Billiards, Resident Evil 2, 
Taken 3, Meta: Gear Solid. MK3. NBA Jam TE. 
Bushido Blade. Crash Bandicoot, Fighting Force, 
FFVII „ Tekken 2 f NBA ITZ 2, Tomb Ra>der 2, T rip!e 
Play 38, VR Golf '97, five demo discs, arid an RV 
cable for sale lor small chance that I could be 
interested in a trade). All games in original cases 
w/ instruction books. The on y exception is fight¬ 
ing %ce If am missing the instruction book but 
have the easel l also have a Big boo*, with all the 


moves for various fighting games, including 
Tekken 2 and MR Trilogy for PS. [will sell this for 
S5. Also for sale are Next-Generation game mag 
arme issues March '96 through August '98, i will 
sell them for $3 each or all 30 of them for 350. 
Lastly, I have Ultra Genie players issues 103,, 104, 
and 105 all for $5 Prices for all games range from 
5 dollars to 25. All prices are negotiable. E-mail 
me for any info you need 


► Ryan Beaty 

4708 NW 46th Dr 
Warr Acres.. OK 73122 

Description: I urn looking for Time Crisis prefer 
ably with a virtual pistol. I will pay for it as long as 
l "s in pretty good condition and with a reasonable 
p- ice. If you have either one of those or if you just 
have Time Crisis and know where to find a virtual 
pistol, please contact me. 


► Jonathan Upka 

Mokuj inn@botma il, com 
6411 Red Cedar Rd. 

Wilmington NC, 29411 

Description: I'm selling my PlayStation, that can 
play backups and imports, in good cord lion. The 
buyer wil get the PlayStation console iri the hex 
with the VGA cords (Yes. this s an older version, 
but works greet) and the RFU Adapter I am 
including a GameShark iGood Condition, with my 
own codes in there) and Parappa the Rapper, 
Tekken 3, Dance Dance Revolution {Import by 
Konami, very popular game in Japan arcades) and 
maybe Street Fighter Zero 3. All in mint condition, 
It conies with 2 Standard Controllers. I want at 
least 100 dollars for the package, 


► Jay Levy 

reelbigfish 12345@yahoo.com 
Description: I am willing to sell Disc world II in 
the price range of 208-25$. Its in perfect condi¬ 
tion Only been played once, no cracks in the 
case, no leers n the book, and no scratches on 
the disc. 


GET -RID 
OF THOSE . 
OLD G-HIYI-ES! 

if you'd like to place your own, totally free 
ad in PSM, just rot down your name, 
address and/or e-mail; tell us whether 
yoi/re looking to.trade, sell, or both; and 
give us a brief description of w ; -at you Ye 
offer ng or want Be sure to include your 
city and state, Sena all of that info to. 

PSM Marketplace 
c/o Imagine Media 
450 North Htll Drive 
Brisbane. California 94005 

You can also sand j^mail to: 
psm@imaginemediaxom. [Re sure to 
put "marketplace'' in the subject heading.) 
BTW, we can't vouch for the credibility of 
any of the people who place ads here, so 
swap at your own risk 1 








































FIN-RL FANTASY TRIBUTE ISSUE \ 

By the time we're finished with next issue, you'll think we've sold out to Square. But ^ 
hey, it’s freakin’ Final Fantasy VIII —what can you do? We're giving it a giant review, strate 
gy guide, advanced tips and tons of hidden secrets. We’ll also be interviewing the mas¬ 
terminds who created the game, and we'll have an update on the FF Movie, too. So be J 
sure to join us to celebrate the release of Square's latest RPG masterpiece! z — 


| 'Xj ' We've got Noah cranking on this one right now, and take it from us, this guide is 

Xf * . . gonna be HOT He's got secrets that even the secret guys at Capcom who 

I know all the secrets don’t know about. The only problem is, all this scary 

f v Survival Horror business is taking its toll on Noah's heart, so he may not last for the 
' entire guide. Ah well, ya gotta break a few eggs... t ;|| jBy|j 


-K-H1N STRATEGY FART TLUO ^ 

We couldn't come close to fitting the complete Kain walkthrough in 
this issue, 'cause it's just too freakin' HUGE! Next month well crack this 
game completely open, and spoil every damn surprise. So, if you get 
stuck, don't worry—we'l! be back with more help in 30 short days! 


h ttrE/ /tuujw.FSfflONLlNEiCom 
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Coming next iyionth in issue EG of 


ill 







No, this isn 't on accident waiting to 
happen. This kind of stuff is actually 
planned. Major air! 


S We're almost at 
the end of anoth- 

I er issue! Here are 
some parting 
shots of the PSM 
staff doing what 
they do best— 
^goofing off. 


I At the grand opening of 
Sony's Metreon, San Fran¬ 
cisco Mayor Willie Brown 
mode a speech, then sudden¬ 
ly changed into a woman 
wearing a big funny hat. 


The Xtreme Games attracted all 
sorts of people, including this 
unsavory duo, 


A Here's Chris, 

^ getting some rare playtime 

with Crash Team Racing over at Naughty 
Dog's offices in Los Angeles. And hey, that's the 
legendary Naughty Dog herself sitting right in 
the middle! She's a great girt, but not much of a 
player. She sure loves fries, though! 


When he's not busy working on the world's best PlayStation 
magazine, Chris tikes ta perform plastic surgery on inanimate 
objects. This PocketStatfan will never be laughed at again. 


Here's Noah with skateboard master Tony Hawks, at the 
Xtreme Gomes in Son Francisco. This pic was taken right before 
Tony went Out and landed the first 900 in history! 
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The #1 Seitina Football Gama 
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JUST 

SLOW 


24 YARD PASS 


Easy-tc-learn arcade-style play with new 
Icon Passing 1 ’ for one touch long bombs 


"On-Fire" Mode gives super power 
performance to your hoc, star players 


The SuperBowl Champion 
of Football Games 


NFL Blitz 2Q0Q brings you all of the things you 
love about football and none of the things that 
slow it down. This ground-breaking sequel features 
awesome weather effects„ new secret heads, and 

r 

scores of new game piay features. With more 
easy-to-run plays and all new animations for 
taunts, end zone dances, and tackles you’re 
headed for the ultimate in football action! 


GREEN BAY 


ORLEANS 6 


Larger, customized playbooks for each 
team, with powerful playbook editor 


New 4 player mode for 
bruising your friends 


PC it nages shown 
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